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KNOWLEDGE IS POWER 


Fighting beautifully is within anyone's reach. This guide is broken down into the following sections, 
each dedicated to strengthening your prowess of Bayonetta 2 in a specific field. 


KNOW YOURSELF i KNOW YOUR JOURNEY 
(Game Primer) (Walkthrough) 

Everything you need to know to get started with The complete skinny on Story mode, including the 
Bayonetta 2, from being able to read the game screen ultra-challenging post-game Lost Chapter. Includes 
to basic terms you'll be seeing often both in this guide strategies on how to work toward Pure Platinum rank 
and the game itself. in every battle. 

KNOW YOUR ABILITIES KNOW WHEN TO BRING 

(Combat Primer: Basic) FRIENDS 
Learn the basics of fighting with Bayonetta, from (Tag Climax) 
special techniques to weapon movelists. A rundown of Tag Climax mode, where you and a friend 
can fight beautifully as a duet. 
KNOW YOUR POTENTIAL : d 

(Combat Primer: Advanced) KNOW YOUR ENEMIES 
Once you're comfortable with combat, visit this section (Enemy Listin gs) 
for advanced ae techniques wee require expert Find enemy dossiers here, as well as quick references to 
timing to pull off! With practice, you'll be creating where to find in-depth strategies for dealing with them. 


spectacular fights previously relegated to fantasies. 


KNOW THE WORLD’S MYSTERIES 
(Secrets & Extras) 


From characters to costumes to game-enhancing accessories, Bayonetta 2 is 
chock full of secret goodies. Learn how to obtain them for yourself here. 
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It’s strange, really. 


| still vividly remember—and likely forever will—the very first time | laid eyes on the original Bayonetta at 

2008's Electronic Entertainment Expo. The sight of the titular character tearing angels to pieces in ways that 
communicated that she cared naught what anyone thought of her drew many an awed expletive from the crowd 
of gathered gaming press. For my part, | simply stood in stunned silence, the smile unable to leave my face, the 
Trickster in me cackling maniacally. 


Five years later, I’m penning a companion book to that game's sequel. Heck, for the longest time we were 
convinced there wouldn’t even bea sequel. | suppose not even a god could have seen either coming. 


What can be said about Bayonetta that hasn’t already? | don’t know, but I’ll give it a shot. The minds that 

make up Platinum Games have been exploring and expanding the character action genre since the turn of the 
century, and with the studio’s first sequel they’ve answered even more of stylish action’s burning questions. 
What if you could wield a hammer imbued with the power of lightning against the hordes of the underworld, 
anyway? Or take down angels while wearing fox ears? Is there a true and proper way to handle a chainsaw such 
that one doesn’t stain their Sunday best? These are answers the world has burned for since the beginning of 
time, and you will find these answers within. 


And yet, for all of Bayonetta’s wondrous insanity—the posing, the innuendo, the mechanics that demand so 
much physical, visual, and aural feedback at once—she and her game are still inviting. Through numerous 
options that facilitate effortless, easygoing play whenever you desire, she asks all newcomers to her genre 
to play with her and to play in her world, to enjoy it for what it is. Bayonetta doesn’t ask for anyone to be 
intimidated—though if they are, file that under “personal problem.’ 


It’s not one of mine, though. After having played Bayonetta 2 for more than two hundred hours, I’m fully aware 
that there’s room for me to learn even more about the game and for my skills to deepen—and | really want to. 
I’m pretty comfortable here. 


This book contains everything learned in that time, with the aim of helping you, who hold it in your hands, to be 
not only the best but the happiest Bayonetta 2 player one could hope to be. Enjoy the combat rundowns, read 
up on the enemy tactics, grab all the secret items. It’s all here. The three planes of existence await for you to 
conquer them all—beautifully, of course. 


| genuinely hope you find this guide as rewarding to digest as we did in putting it together. 


~ Geson Hatchett 
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A CHRISTMAS STORY 





In modern day, the daughter of an Umbra Witch anda 
Lumen Sage—a forbidden union—awoke after centuries 
of slumber, with no memory of who she was. All she 
knew was that she could use the power of the Umbra 
to summon demons, and destroy the angels of Paradiso 
wherever they lay. 


Destroy those angels she did, running into a rival who 
fought suspiciously like herself in the process. When it 
was all over, she’d saved the world and gained a best 
friend, Jeanne. But most importantly, she remembered 
who she was. Bayonetta’s—Cereza’s—life, after so long, 
belonged to herself once more. 


Time passed, but the planes of existence never rest, and 

there are always forces waiting to take the world for their 
own. On Christmas Eve, during routine angel-thwarting, 

Jeanne is snatched and taken to Inferno. 


This will not stand. 


Now, fully aware of who she is and what she’s capable of, and 
with an entourage of old friends and unlikely new allies at her 
side, Bayonetta sets out to rescue her best friend and Umbran 
sister. Her journey will take her to the world’s most mysterious 
mountain, upward to Paradiso, and down to the depths of 
Inferno itself. Along the way, however, she may well stumble 
upon another one of those world-threatening forces... 
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BAYONETTA JEANNE 


“Cereza” to those who know her well enough. Bayonetta’s former-rival-turned-best 

The Umbra Witch and angel slayer extraordinaire. friend, and fellow Umbra Witch. Her 

The daughter of an Umbra Witch and a Lumen Sage, abduction, and the curiosities surrounding 
she’s imbued with the Left Eye of Darkness, which is it, are what kick off Bayonetta’s adventure 
said to be associated with a godly presence. across the three planes of existence. 


Bayonetta practices “bullet arts,’ a beautifully 
deadly dance-like fighting style performed with a 
combination of melee attacks and the guns on her 
hands and feet. 








RODIN 


The infernal weaponsmith returns, still running the 
bar known as The Gates of Hell, where Bayonetta 
can have new weapons made, pick up all sorts 

of items and accessories, and learn new moves. 
However, recent events have prompted Rodin 

to step into the fray himself—and when he does, 
things get explosive! 


tie! 





~~ = 
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LOKI 


This mysterious boy joins Bayonetta in her quest while 
pursuing one of his own. To say that the two's person- 
alities and even ideologies are at odds is an under- 
statement, but perhaps, just perhaps along the way, they 
might learn to find some common ground. 

Along with being quite agile, Loki can toss cards to attack 
and can project magic fields to defend himself in battle. 





ENZO 


Though his being the butt of the series’ more elaborate 
jokes may suggest otherwise, Enzo is actually a 
resourceful informant and consequently a valuable 
member of Bayonetta’s entourage. In both the original 
game and this one, it is Enzo who finds out where 
Bayonetta will have to journey to find whatever 
answers she seeks. 
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MASKED LUMEN 


In the midst of the battles in Paradiso, a Lumen 
Sage appears, which is certainly odd given 
that Bayonetta killed the last Lumen Sage on 
Earth with her own two hands (and lipstick!). 
Who lies behind the mask, and what are his 
motives? Bayonetta will have to battle him 
multiple times to find out. 


LUKA 


A scoop-searching journalist armed with naught but 

a grappling hook and a rather curious luck factor, Luka 
Redgrave (son of Antonio) chases after Bayonetta wherever 
he can, because let's face it: Where Bayonetta goes, super- 
natural spectacle follows! As the aforementioned luck would 
have it, Luka’s research clues him in to a massive legend, and 
it is that legend that sets this game in motion. 


* 
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Taking on the forces of Paradiso and Inferno is no small task! Fortunately, players have ample options to tip the odds in 
Bayonetta’s favor. Learn these options inside and out so you can adapt to any situation Bayonetta 2 offers. 


CONTROLS 





USE ITEM 
Myriad restorative and enhancing items appear 


BUTTON CONTROLS | throughout the game to help Bayonetta through her 
quest (see page 19). You can equip three of these at any 
time to the + Control Pad for quick deployment. To use an 





The Wii U Pro Controller, Wii Classic equipped item, hold the + Control Pad in the Left, Right or 
Controller, and Wii Classic Controller Pro —— 
Up directions. 
are also supported. 


ae ee 


ee 





TAUNT 


Pressing the Taunt button causes Bayonetta to taunt, 
angering enemies. You can learn more about the benefits 
(and drawbacks!) of taunting on page 49 of this guide. 


MOVE CAMERA 


Move the camera in all directions with the Right Analog Stick 
to give Bayonetta a be tter view of the battlefield and terrain. 
You'll never know where that next platform may be—or if an 
enemy’s sneaking up behind you—if you don’t look around! 


CHANGE VIEW 
Press the Change View button to reset the camera 
wherever Bayonetta is facing. This is good for when you 
want to get your bearings. 





MOVE 


He SORIANO 


Nudge the Left Analog Stick to make Bayonetta walk, and 
move the stick all the way to make her run. Through the 
course of the game, you will usually be running, though 
walking is a good idea when you wish to remain cautious. 
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PUNCH AND KICK CHANGE WEAPON 
These buttons are self-explanatory, but if you press Punch Bayonetta can equip two sets of weapons at a time. 
and Kick in certain sequences, you can perform dozens of Press the Change Weapon button to switch pairs. 


combination attacks! Learn more about these on page 32. 












LOCK-ON 


Hold the Lock-On button to target an enemy, causing 
Bayonetta’s attacks to target that enemy until it is 
defeated, or until another enemy is targeted instead. 






JUMP 
Press the Jump button once to jump, and twice to double 


jump. Hold the Jump button while in midair to float slowly 
and gracefully back to terra firma. 


UMBRAN CLIMAX 


Press this button to activate the awesome Umbran 
Climax ability, causing Bayonetta to fight at the peak 
of her powers! Find out more about the ins and outs of 
Umbran Climax on page 28. 


Are you veteran of the original 
Bayonetta? Use Control Type B, which 
builds off of the controls for that game. 
Trust us, it’Il fit like a glove. 





EVADE/DODGE 


Press the Evade button to have Bayonetta dodge enemy 
attacks. This is an integral part of her combat arsenal. 
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Touch Controls are an all-new way to play Bayonetta! Through 
the use of intuitive stylus taps, holds, and swipes on the touch 

screen of the W/ii U GamePad, anyone can be stylish! 

The HUD changes when using Touch Controls; some elements 


such as equipped Items are now permanently displayed 
whereas they wouldn’t be when using Button Controls. 





MOVEMENT 
Tap and hold a direction with the stylus to move ina 
ACTION specified direction. 
Use this button to fire Bayonetta’s standard gun JUMPING 


attack, or to interact with any item in the game that 


can be interacted with. Double tap with the stylus to jump once, then tap again to 


double jump. To slowly float back to the ground, repeatedly 
tap with the stylus or hold the stylus to the touch screen 
while in mid-air. 


Wri 9 
12649874 





PAUSE 


This button pauses the game, allowing for a variety 


of options, such as exiting gameplay or accessing ATTACKS 
game options. 





Tap the enemy you wish to attack, and Bayonetta will do 
so. An attack timer (denoted by a circle) appears around 
the attacked enemy. Continue tapping the enemy to make 
Bayonetta combo it until the timer runs out. 


EM VAGE ehed Oe 





SUBSCREEN 


io AA AAO RAERNR 


Choose this button to open the Subscreen, which 
allows Bayonetta to manage her weapons, items, 


and collectibles. EVADE 


Swipe in any direction with the stylus to dodge in that direction. 
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SHOOTING 


If you have a gun weapon equipped, hold the stylus to the 
enemy to make Bayonetta shoot it with the guns. 





ITEMS 
Your equipped items are permanently displayed 
onscreen. Tap and hold them to use. 


WEAPON SWITCHING Your equipped 


weapons are permanently displayed onscreen. Tap 
your weapons to switch between them. 


CAMERA CONTROL Tap the edges of the 


touch screen to display arrows, which can then be 
tapped to manipulate the camera. 


PAUSE MENU Tap the edge of touch screen to 


display the Pause Menu icon. 


SUBMENU Tap the edge of touch screen to 
display the Submenu icon. 


ANIMAL FORMS 7 change into an animal form 
(Panther Within, Snake Within, Crow Within), slide the 
stylus quickly, then hold it to the touch screen. 


Equip the Immortal Marionette 
accessory, which automates attacks 
and dodges, to make Touch Controls 


even more effortless! Obtain the 
Immortal Marionette by playing—or 
beating—the Ist Climax difficulty. 





Doggie 
ee 





PROMPTS 


Context-sensitive prompts show up on the screen's 
bottom center. Tap the prompt to perform a variety of 
actions, such as Umbran Climaxes, Wicked eaves, 
Torture Attacks, Infernal Demon Summons, Interacting 
with objects, or making extremely long jumps. 


MENUS 


Bayonetta 2 sports many different types of menus, 
giving players complete control over how they 
play the game. If something is giving you trouble, 
or you want to spice up the way you play, odds are 
there’s a menu option for it! 


a CHAPTER 8 OQOTHARAZ 
_ A Remembrance of Time 7438 





This screen allows players to create, load, copy, or 
delete saved games. Choose from three save slots. 





Creating or loading a saved game takes players to 
the Main menu. 
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STORY 


Begin or continue Bayonetta 2’s Story mode. Players 
starting anew game are taken to the Records of Time 
stage. If continuing a game in progress, players can 
Continue from the last in-game checkpoint, or go to 
the Chapter Select menu. 


oe OE ZAVAGV AAS YAS) 
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TAG CLIMAX 


Play Tag Climax mode, which allows you to coopera- 
tively fight battles with a second player (or the CPU) 
against select enemies. Find out more about this 
mode on page 230. 


t+ Bewitchments 


We Turn Page © Back i 


t 





UMBRAN TEARS OF BLOOD 


View a list of Bewitchments and Umbran Crows. 
Find where to collect Umbran Crows in the 
Walkthrough starting on page 55. For more detail on 
Bewitchments, check the Bewitchments section on 
page 269. 





GALLERY 


Beating Bayonetta 2's main story opens up the 
Gallery option, explained in more detail on page 260. 





OPTIONS 


The Options menu allows players to change 
Bayonetta 2's interface and gameplay to their liking. 





Pick a card, any card! The Story menu allows players 
to choose between Chapters to play through. You 
move back and forth between completed Chapters, 
and can play any previously accessed Chapter as 
much as you wish, on any accessible difficulty. 


World ofGhaos: 
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‘'® Play History 





Choosing a Chapter within Story mode takes players 
to the Chapter Select menu, which allows them to 
prepare for battle in various ways. 
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CHARACTER SETTINGS 


Outfit Bayonetta (or other characters) with 
costumes, weapons, and accessories. 


fem PLAY HISTORY 
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PLAY HISTORY 


View play rankings for previously completed Story 
mode Chapters. 


POSE DIFFICULTY 






DIFFICULTY 
Change the difficulty level of the game. You can play 
any Chapter in any unlocked difficulty whenever 
you wish. The only exception is for the Lost Chapter, 
where the difficulty level is preset. 


PRACTICE MODE 


Enter a dedicated training mode that pits Bayonetta 
against a single Acceptance enemy to be used as a 
practice dummy for moves and techniques. 


OPTIONS 


Access most in-game options, allowing players to 
change the interface mid-game. 


RETURN TO TITLE SCREEN 


Use this to return to the Title Screen. 








Press the + button during gameplay to access the Pause 
menu to make adjustments on the fly. 


RETURN TO GAME This option unpauses the game. 


OPTIONS The Options menu allows players to change 
Bayonetta 2’s interface and gameplay to their liking. Note 
that some options cannot be changed during gameplay. 


CHAPTER SELECT 


This selection returns players to the Story mode. 


RETURN TO TITLE SCREEN 


Use this to return to the Title Screen. 


POST TO MIIVERSE This option lets players post 


screenshots to Miiverse. Share your greatest and most 
stylish moments! 





Should Bayonetta fall in battle, you get a Game Over, and 
are taken to the Continue screen. Choose Yes to pick up 
where you left off. If you choose No, you fail the Chapter 
and have to retry from the beginning. 





Choosing to Continue automatically knocks your 
Chapter Rank down by one grade per Continue. If 
your performance in the stage ranks a Platinum, 
you'll be knocked down to a Gold automatically. 
Never Continue if you’re going for high ranks! 
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SUBSCREEN WEAPONRY & TECHNIQUES 
From this tab you can manage Bayonetta’s weapon arsenal 
Press the - button during gameplay to access | by choosing collected weapons to place on her arms and legs. 
the Subscreen, and manage Bayonetta’s many You can also view more information about the weapons, view 
possessions. combo attack lists for different weapon combinations, and 


turn special battle techniques on or off. 


ACCESSORIES From this tab you can manage 


Bayonetta’s accessories. Equip accessories to bestow her with 
special defensive, offensive, and enhancing abilities. 


CONCOCTIONS & CONSUMABLES 


From this tab you can create, equip, and use the special 
restorative and enhancing items available in Bayonetta 2. 


COLLECTIBLES 


Open this tab to view enemies encountered, Umbran Tears of 
Blood, or your progress in obtaining the game's collectibles. 





PLAYING THE GAME 
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As you play Bayonetta 2, you'll see screens similar to the 
above. This screen is packed with information that players 
must internalize to be truly effective in combat. 


BAYONETTA 


The lady, the legend, the Bayonetta herself! As the player, it’s 
up to you to control her and make sure she defeats foes and 
overcomes all obstacles, as stylishly and beautifully as possible. 


VITALITY 


This green gauge represents Bayonetta’s total vitality. Avoid 
being hit by enemy attacks (or missing Quick Time Event 
prompts) to make sure it never depletes. Should the gauge 
deplete to zero, it’s Game Over. 








The Subscreen is Bayonetta’s base of operations. 
From this screen, players can customize Bayonetta 
to their liking, so as to optimally respond to different 
gameplay situations. The Subscreen is separated 
into four tabs, all of which play a significant role in 
seeing all that Bayonetta 2 has to offer. 


MAGIC This set of orbs represents Bayonetta’s total magic, 
which allows her to use abilities like Umbran Climax, Torture 
Attacks, and some exclusive accessory abilities. Every eight small 
orbs filled becomes a single large orb. Bayonetta won't be in 
danger of a Game Over if her magic depletes to zero, but fights 
become much tougher without access to her enhanced moveset! 
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VERSE NUMBER Every Chapter in the game 
consists of a specific number of battles, or Verses. 
Overcome as many of these as possible to obtain the 
highest possible score and ranking for the Chapter. 


Some Verses in some Chapters are hidden! 
They must be located and beaten to ensure 
the maximum Chapter Rank. 


HALOS Halos (and Orbs) are dropped by enemies 
when defeated. Exchange these for goods from The 
Gates of Hell (see page 22), which add to Bayonetta’s 
impressive combat repertoire. 


COMBO SCORE 


A key to high Chapter Ranks is achieving high-scoring 
combos! Learn tips on how to do just that on page 32. 


ENEMIES The armies of Paradiso and Inferno are 
after Bayonetta, and they throw wave after wave of their 
forces at her. Expect to be constantly fighting foes. 


ENEMY VITALITY 


Particularly strong enemies have their own vitality gauges. 
The best way to deplete these is with a flurry of stylish 
combo attacks. Don’t give them an inch! 


EQUIPPED WEAPONS The weapons 


Bayonetta is currently wielding are always shown here. 


er 
)  ~ #1288788 





The consumable items Bayonetta currently has 
equipped are always shown here. (The exception is the 
Red Hot Shot, which the player is instantly given the 
option to activate once Bayonetta’s vitality is depleted.) 


CLIMAX PROMPT 

Climax Prompts show up in the lower center of 

the screen, and are context-sensitive. They can be 
anything from a Quick Time Event prompt to a Torture 
Attack prompt to an object interaction prompt, or 
even just the ability to activate Umbran Climax. Pay 
attention to these—you never know what actions you 
might be able to perform next! 





% -_ : GOT A 
~. -~gllVER 
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As mentioned above, every Chapter is broken up into 
Verses, which are battle setpieces placed throughout 
the game. While some of these are in plain sight, 
others are hidden and must be found before they can 
be completed. 















You can keep track of completed Chapters 
and Verses in the Play History screen. If you 
see a missed Verse, go back to the Chapter 
and search around the Verses before 

and after it! Some hidden Verses require 
backtracking before they’Il appear, or to 
explore certain areas beforehand. 


LOADING... 


LOADING SCREEN/ 
PRACTICE SCREEN 


The Loading screen is mostly seen between selecting 
a Chapter and playing the Chapter itself. In this screen 
players are free to move Bayonetta around and attack. 


PRACTICE MODE 





LOADING... 
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Press the - button during the Loading screen to jeanne cannce 
activate Practice mode, giving Bayonetta an empty 
space to practice combos and button techniques, 
with a movelist by her side. Muspelheim isn’t in obvious or plain sight, 
You can also access the Practice screen from the | search around the stage in between the 
Chapter Select menu. It functions largely the same : Verses that come before and after it! 

as Practice mode, except players get an Acceptance a — 

enemy to practice moves on. The Acceptance performs 


standard attacks, allowing players to practice defensive 
INTERACTIVES 


techniques as well as offensive ones. 


You can check on which Verses are 
Muspelheims in the Subscreen. If a 





Some objects can be interacted with to clear the way 


M U S P E L H E | M S to new areas or provide bonuses. Some need to be 


interacted with using the Action button, or by attacking 
them until they’re activated. 





GOLEM WALLS 


Golem Walls block the way to new areas. To get 
past them, hit them until they break apart and allow 
Bayonetta to progress! 





During the course of the game, Bayonetta will 
come across blue portals on the ground and 
walls. These are Muspelheims. Muspelheims are 
Verses unto themselves—gateways to specialized 
battle scenarios with special rules. Beat as many 
of these challenges as you can to gain special 





collectibles that influence Bayonetta’s vitality and | — | 

magic! The catch is that you can’t use your stocked WITCH STATUES 
consumable items or certain high-powered acces- Witch Statues allow Bayonetta to activate Witch Time 
sories. Are you up to the challenge? in order to solve puzzles. Use the Action button to 
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activate Witch Statues. Once they're activated, press 
the Action button again to cause light to shine upon 
Bayonetta to dodge. Do this correctly, and Witch 
Time becomes activated, allowing for slow-motion 
travel across obstacles! 





CHESTS 
Chests are scattered all over the game, and contain 


items to help Bayonetta on her quest. To opena 
chest, attack it until it yields its contents. 





ee al 


UMBRAN RESTING PLACES 


Umbran Resting Places are a lot like chests, except 
their pieces must first be reassembled. Examine an 
Umbran Resting Place with the Action button to cause 
the pieces to scatter. Once the pieces are gathered and 
assembled, the Umbran Resting Place can be opened 
in the same way as a chest, by attacking it. 


@ BBOUOS 





WITCH WALK PORTALS 
Witch Walk Portals allow Bayonetta to walk along 
the walls and ceiling! If you hit a dead end, look for 


one of these. 
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Whenever a Pole shows up, you can be sure that 
activating it will open paths previously undiscovered. To 
use a Pole, first walk up to it and press the Action button 
to interact with it. Bayonetta will then get into position. 
Rotate the Left Analog Stick and dance, dance, dance! 


QUICK TIME EVENTS 





Quick Time Events take place during extremely climactic 
in-game sequences, such as cutscenes or Infernal Demon 
Summons! These require timed or repeated button 
presses (or movements of the Left Analog Stick) while the 
sequence is playing onscreen. Match the prompt shown 
onscreen to clear the event and progress with the game. 


BOSS BATTLES 





Boss Battles are a fight against a particularly powerful 
enemy! This enemy might sport a large vitality meter, 
extra-fast techniques, extra-powerful attacks, or (usually) 
all of the above! It will take all of your skills to defeat these 
exceptional foes. Win Boss Battles to gain a Halo bonus. 
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ITEMS & COLLECTIBLES 


The many items in Bayonetta 2 allow Bayonetta to 
get aleg up on her foes. Some are used immediately, 
some are used in specific situations, and some are 
just nice to keep around. 









UMBRAN CROWS 


Umbran Crows are scattered throughout the game in 
hard-to-reach places. W/hen you find one, quickly scamper 
up to it and press the Action button to collect it! Collecting 
Umbran Crows gives stamps to use in Miiverse posts. Catching 
them all also yields rewards—check page 262 for details! 





JOURNALS ECHOES 
Journal’s Echoes appear in several places over the course 
of Bayonetta’s journey. Collect them all to gain insights 


HALOS AND ORBS into the story and world of Bayonetta 2. 


Found by defeating angels and infernals respectively, 
Halos and Orbs can be used as currency in The Gates 
of Hell to buy new techniques, items, and more. 








As you go through the game, keep an eye out 
for these collectible items! Each one you gather 
benefits you in some way. 








ie 


plate. plates fr together and form 
BEE. a ‘Aftch Heart! 


HAIER 9 





Fanaene vere . Als LPs | BROKEN WITCH HEARTS 
LPs can be found whole or in pieces throughout 
the game. Once you grab a whole LP take it to The 
Gates of Hell so that Rodin can fashion it into a new 
weapon for Bayonetta to use. 


Collect four Broken Witch Hearts to combine them into a 
Witch Heart, which increases Bayonetta’s maximum vitality. 
You can also buy full Witch Hearts at The Gates of Hell. 
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PURPLE BUTTERFLIES 


Purple Butterflies restore Bayonetta’s magic. You can find 
| these from breakables in stages, or dropped from defeated 
| enemies. The larger the Butterfly acquired, the more magic 
is restored. 


EQUIPPABLE CONSUMABLES 


Green Herb Lollipop 


Moon Pear! 
Both pieces fit together and “form 
e Moon Pearl 


. GREEN HERB LOLLIPOP 
= MEGA GREEN HERB LOLLIPOP 
BROKEN MOON PEARLS These lollipops restore Bayonetta’s vitality, with the mega 
variety restoring more. These are good for when you take an 
unexpected hit, or want to stock up on vitality for a boss battle. 





Collect two Broken Moon Pearls to combine them into a 
Moon Pearl, which increases Bayonetta’s maximum magic. 
You can also buy full Moon Pearls at The Gates of Hell. 





Condy containing an extract that 
ases one’s olertress. While 


Consumable items can restore or augment 
Bayonetta’s abilities. 


IMMEDIATE CONSUMABLES 





PURPLE MAGIC LOLLIPOP 
MEGA PURPLE MAGIC LOLLIPOP 


These lollipops restore Bayonetta’s magic, with the mega 
variety restoring more. Use these when you need that 
extra power boost while fighting multitudes of foes—or just 
one really powerful one! 





GREEN LAURELS 

Green Laurels restore Bayonetta’s vitality. You can 
find these from breakables in stages, or dropped from 
defeated enemies. The larger the Laurel acquired, the 
more vitality is restored. 





YELLOW MOON LOLLIPOP 
MEGA YELLOW MOON LOLLIPOP 


Consume yellow lollipops to make Bayonetta invincible for a 
short time. The mega variety lasts longer. These are good for if 
you're really stuck during combat, and just need a breather. 
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Binody Rose Lollipop i ai me ck * Midas's Testament 


€ 
re ofkems Reauired *, # € te 
: e Those who ring this bel are sa to 
an Candy contammg on energy Be ig 
a s. be deemed worthy by King Midas, anc ay 
so pecetive his blessings in weatth unt? 


a the sound ends. 


wMereasing extract. Wil temporarily 





BLOODY ROSE LOLLIPOP MIDAS’S TESTAMENT 

MEGA BLOODY ROSE LOLLIPOP Use one of these, and for a short time, all attacked 
These lollipops augment Bayonetta’s attack power enemies will yield Halos (or Orbs) with every hit. Rack 
for a short time. The mega variety lasts longer. up the cash for use at The Gates of Hell! 

When you want your enemies gone from the 





screen as quickly as possible, call on these. CONCOCTIONS 


You can Concoct consumable items from three collectible 
ingredients. Collect as any of these as you can throughout 
the game in order to mix them into various items! 


Red Hot Shot 


PA wondrous demonk medicine that can 
p save o witch an the brirk of death. 
c _Auhomoticolly use when vitslity is 


Witch's Recipes 


Parchment contaieng recipes for 


Urrbre Witch Corcoctiors. They 


Stem to be conies of the origind. 





RED HOT SHOT If Bayonetta falls in battle, use a 
Red Hot Shot to avert a Game Over (and a trip to 
the Continue screen). Get back in the fight quickly! 





RECIPES 


The three ingredients used for Concocting new items into Witch’s Recipes are Mandragora Root (green), 
Unicorn Horn (red), and Baked Gecko (yellow). They have no other in-game use. 


Below are the recipes used to create various items, and the ingredients required. 


fexe) (exe leu ste). INGREDIENTS | 





GREEN HERB LOLLIPOP 10 MANDRAGORA ROOT / 0 UNICORN HORN / 0 BAKED GECKO 
MEGA GREEN HERB LOLLIPOP 15 MANDRAGORA ROOT / 0 UNICORN HORN / 0 BAKED GECKO 
PURPLE MAGIC LOLLIPOP 5 MANDRAGORA ROOT / 5 UNICORN HORN / 0 BAKED GECKO 
MEGA PURPLE MAGIC LOLLIPOP 10 MANDRAGORA ROOT /5 UNICORN HORN / 0 BAKED GECKO 
BLOODY ROSE LOLLIPOP 0 MANDRAGORA ROOT /10 UNICORN HORN / 0 BAKED GECKO 
MEGA BLOODY ROSE LOLLIPOP 0 MANDRAGORA ROOT / 15 UNICORN HORN / 0 BAKED GECKO 
YELLOW MOON LOLLIPOP 0 MANDRAGORA ROOT / 0 UNICORN HORN /10 BAKED GECKO 
MEGA YELLOW MOON LOLLIPOP 0 MANDRAGORA ROOT / 0 UNICORN HORN / 15 BAKED GECKO 
MIDAS'S TESTAMENT 10 MANDRAGORA ROOT /10 UNICORN HORN / 10 BAKED GECKO 


PRIMA OFFICIALGAME GUIDE 21 : CHAPTER Il: GAME PRIMER 





FOR ALL YOUR WITCH’S NEEDS! 


Rodin, the coolest cat in Inferno, runs the The Gates of Hell shop, where witches can buy techniques, accessories, weapons, 
items, costumes, and other goodies. During your first foray through the game, you'll be spending a lot of time here, but even 
after you’ve beaten the game once, The Gates of Hell still has secrets to share... 


THE GATES OF HELL INVENTORY 








| ACCESSORIES 

| comet LES SEs eT ae ee 
INFERNAL COMMUNICATOR | 

"PULLEY'S BUTTERFLY oe 

"STAR OF DINETA “~ 

| EVIL HARVEST ROSARY Se one eat 


oa 
100000 
~ 100000 
100000 
100000 


: GAZE OF DESPAIR 100000 
| MALLET OF REWARDS _ i 100000 
MOON OF MAHAA-KALAA 200000 | 


| EARRINGS OF RUIN | 500000 


| IMMORTAL MARIONETTE 


100000 
BRACELET OF TIME 200000 ; 
CLIMAX BRACE 2 500000 


500000 
500000 


ETERNAL TESTIMONY 
~ CLIMAX BRACE 





"GREEN HERB LOLLIPOP a pea. cee / 2000 
Racer rE nite lars Missed mee a aay on | 
PURPLE MAGIC LOLLIPOP _ eet ae = ae ne $000 wee 
EERE! ae ee | ars 
Coe en ee 
Te re a eal Sones a 
-YELLOWMOONLOLLIPOP i ts—t— 3000 

| ER EW ON arot a ee i 
| MIDAS'S TESTAMENT a ae ieet eet. = 5000 | 
SE on a 
cor ar ees ee 
"MOON PEARL Bee 30000 


| TECHNIQUES 





"STILETTO. Pete eer mer en ced / 20000 ea 
































HEELSLIDE = a tt—~tS 20000 
AFTER BURNER KICK 20000 
TETSUZANKO 30000 
HEEL STOMP 30000 
WITCH STRIKE 15000 
WITCH TWIST 15000 
HEEL TORNADO 15000 
BREAKDANCE 15000 
CHARGE BULLET 20000 
BAT WITHIN / MOTH WITHIN / HORNET WITHIN 30000 
CROW WITHIN / OWL WITHIN / FALCON WITHIN 20000 
UMBRAN SPEAR 20000 





RARSHASA ALT. i RASETSU ALT, 
_UNDINE ALT. / RUSALKA Alt. 

| eae al aoe AGNI ALT. 7 
~ALRUNA ALT. ne 


RODIN‘'S TREASURES 


UMBRAN ELEGANCE (RAKSHASA) 
_UMBRAN ELEGANCE (KAFKA) 
-UMBRAN ELEGANCE = (CHERNOBOG) 
_UMBRAN ELEGANCE (TAKEMIKAZUCHI) 
-UMBRAN ELEGANCE (CHAIN CHOMP) | 


WEAPONS COST 


29800 


49800 


69800 


"89800 





30000 


~ 30000 
30000 
30000 


30000 


100000 


"SUPER MIRROR y 
“COUTURE BULLET (SCHOOLGIRL) Lacocies 


“coUTU RE BU LET (POLICE WOMAN) 
_ COUTURE BU LET (WITCH APPRENTICE) 
"COUTURE BU LET (METAL WITCH) | 

"COUTURE BULLET (DRESS) 

"COUTURE BULLET (UNIFORMED) JEANNE ONLY] 
“SUPER MIRROR 64-2 


"COUTURE BULLET (MUSHROOM KINGDOM PRINCESS) 


_ COUTURE Bu LET (GARASALAND PRINCESS) 
"COUTURE BU Ler (HERO OF HYRULE) 
Discaedlesen BULLET {GALAcT ic BOUNTY HUNTER) | 
“su PER MIRROR 


"COUTURE BULLET (OLD- -OLD HAIRSTYLE) 
"COUTURE BULLET (NUN- -OLD HAIRSTYLE) 


“COUTURE BULLET (UNIFORMED- -OLD HAIRSTYLE) JEANNE ONLY] 


"SUPER MIRROR 64 


“COUTURE BULLET (SARASALAND PRINCESS. OLD HAIRSTYLE) 


-couTu RE BULLET (HERO OF HYRULE- OLD HAIRSTY LE) 


COUTURE BULLET LeSHOel IC BOUNTY HUNTER: whe HAIRSTYLE) 


“LATIN UM TICKET 
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~ 100000 
100000 
100000 
ae 


100000 


100000 


dextverernmnnnt tear revcermenesens nee 


100000 


“100000 
100000 


100000 


~ 100000 
100000 


100000 


100000 


“100000 


100000 


| 9999999 


*(Gradually increases to 100000 with each saace Cnty 5 Witch Hearts and 
8 Moon Pearls can be bought before becoming sold out.) 


100000 | 








eet ea 


Pe 
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CHAPTER Ill: KNOW YOUR ABILITIES 
(COMBAT PRIMER: BASIC) 


Stylish action, climax action, character action—whatever you call it, it’s all about awesome characters with awesome 
abilities fighting awesome enemies in awesome-looking ways. In this chapter and the next, we’re going to break 
down all of the awesomeness at your disposal so that you may dispatch it upon your enemies at will! 


VITALITY MECHANICS 


Keeping track of Bayonetta’s vitality is the most important thing you can do as you play, because if that vitality 
reaches zero, you’re out of the fight! 


Vee FS5-> 





THE VITALITY GAUGE USING THE RED HOT SHOT 


Bayonetta starts with a single green vitality gauge at If you’ve acquired a Red Hot Shot and Bayonetta’s 
the beginning of the game. By finding Broken Witch vitality depletes to zero, you'll see a dialog asking 
Hearts in Story chapters and buying whole Witch if you want to use it. If you answer Yes, you'll 
Hearts at The Gates of Hell, Bayonetta can increase continue at that exact point you lost with partial 
her vitality to two full meters. vitality. Finish the fight! 


CONTINUE? 
Be 





LOW VITALITY STATE GAME OVER 
If you take enough damage in combat, red will | If you don’t have a Red Hot Shot, or you decline to 
surround the screen, informing you that you’re use it, you'll be booted to the Continue screen. You 
close seeing that Continue screen. Watch yourself then have the option to Continue with full vitality 
from here on in, or use a vitality-regenerating item at the cost of a full Chapter Rank. Decline and it’s 
to heal up! Game Over. You'll have to start the Chapter again. 


— sooonanonoamveoornote! 


HERE’S THE PUNCHLINE: If you’re an advanced player going for Pure Platinum ranks in a Verse or 
a Chapter, all of the above is moot, because to get Pure Platinum, you don’t ever want to get hit. 
Have fun! For tips on how to not get hit (and get the Pure Platinums you crave), see the Advanced 
Combat chapter (starting on page 45), especially The Quest for Pure Platinum section within. 


OEE AOE 
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MAGIC MECHANICS 


Managing Bayonetta’s magic is another highly 
important skill in Bayonetta 2. Magic is the source 
of Bayonetta’s most powerful techniques. Such 
techniques are the difference between being stylish 
and being platinum-stylish. 





THE MAGIC GAUGE 


Bayonetta starts with eight small purple magic orbs 
at her disposal (which amount to one large magic 
orb when all eight are filled.) This is enough for most 
accessories’ abilities, one Umbran Climax, or one 
Torture Attack. Not too shabby, but as the game rolls 
on, you're going to want to do better. 


By finding Broken Moon Pearls in Story chapters 

and buying whole Moon Pearls at The Gates of 

Hell, Bayonetta can increase her magic power to 

a maximum of 24 small magic orbs (or three large 
magic orbs when all are filled). If you’re going for Pure 
Platinum runs or just want more power fast, prioritize 
collecting Moon Pearls first. 


If you’re playing on Ist Climax difficulty, 
you take less damage and your magic 
gauge gains an extra eight magic orbs. 
Now you can really make with the magic! 











BAYONETTA IN MOTION 


The wild Bayonetta in her natural habitat is a creature of 
beauty and grace, destroying angels without suffering 

a scratch. Every battle is a practiced dance that would 
make ballerinas envious. Below are the components of 
an Umbra Witch’s motion repertoire, so that you and 
Bayonetta may enact beautiful dances of death together. 


Ser. |; 









iN x ee 


WALKING AND RUNNING 
Nudge the Left Analog Stick to make Bayonetta walk, 
and hold it all the way to make her run. During normal 
play, Bayonetta will spend most of her time running 
along the ground and between enemies. However, if 
precarious platforming is afoot, or unknown terrain is 
coming up, you may wish to walk until you're fully aware 
of your surroundings. 


JUMPING AND DOUBLE JUMPING 


Press the Jump button to make Bayonetta jump once. 
Single jumping is good for when you’ve launched an 
enemy into the air and want to quickly follow up with 
an aerial combo. It’s also good for making quick aerial 
maneuvers out of the reach of enemy attacks, or riding 
up to meet airborne enemies. 


Press the Jump button twice to make Bayonetta do a 
double jump for maximum air. Double jumping is great 
for when you really need to get some room to breathe in 
the heat of combat, or want to prepare an assault from 
above. Some chargeable attacks are safest when gearing 
up for them at a double-jump’s height as well. 
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GLIDING/FLOATING EVADE/DODGE 
While airborne, hold the Jump button to make Dodging is the most important defensive move in 
Bayonetta glide. Gliding is an excellent tool for Bayonetta’s repertoire. Press the Evade button to 
platforming sequences, but also to extend your hang perform this maneuver as enemy attacks approach, and 
time between attack maneuvers. Bayonetta will flip out of the way. Bayonetta can dodge 
in the air as well. 


The dodge timing affects what happens next. If you 
dodge too early, you'll come out unscathed with no 
special effects. If you dodge too late, you'll get hit. 
However, efficient players are always aiming to attain 
Witch Time, which is covered next! 













TAUNTING 


Press the Taunt button to make Bayonetta taunt a 
single enemy. Holding the Taunt button results ina 
longer taunt that affects all visible enemies onscreen. 
Taunting enrages enemies, making them more 
aggressive and difficult to defeat, but it has many 
beneficial uses as well, outlined on page 49. 


WITCH TIME 


Witch Time is the second most important defensive 
ability in Bayonetta’s repertoire, and it’s primarily 
TORTURE & PUNISH ATTACKS activated by dodging an attack as close to getting hit 

by it as possible. In Witch Time, the entire world slows 
around Bayonetta, letting her move and attack enemies 
with impunity as they are left largely helpless by their 
slowed state. Use this time to get really stylish! 


Many enemies can have Torture Attacks performed | 
on them if Bayonetta has eight full magic orbs stored. 
If the Torture Attack prompt shows up in the screen's | 
bottom center as you fight an enemy, press the 

requested buttons to have Bayonetta enter a Quick 

Time Event. Follow the prompts to inflict massive 

damage and gain added rewards! 
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BAYONETTA ON OFFENSE 


More so than in most action games, the best defense in 
Bayonetta 2 is a good offense, and offense is one thing 
Bayonetta gets right in spades. These are the basics of 
her fighting repertoire—only by combining these can 
you turn her into the fashionable dealer of destruction 
she is known to be. 





GUN ATTACK 


Pressing the Action button when there is nothing 
close by to interact with causes Bayonetta to use 

her gun attack, which is the quickest way for her to 

hit enemies for light damage from a distance. Think 

of it as her way of tagging enemies to keep a combo 
going, which is further explained in The Quest for Pure 
Platinum section on page 51. 





PUNCHING 


Pressing the Punch button causes Bayonetta to attack 
with whatever weapon is equipped to her arms. This 
attack changes depending on the weapon equipped, 
and holding the button can have effects all its own. 









KICKING 


Pressing the Kick button causes Bayonetta to attack 
with whatever weapon is equipped to her legs. This 
attack changes depending on the weapon equipped, 
and holding the button can have effects all its own. 





COMBO ATTACKS 
Combo attacks are multiple attacks that are landed in 
enemies in sequence—or if you’re not careful, against 
yourself! For a more detailed look at combos and why 
they’re a good thing to land, check out just a little ahead 
in this chapter on page 32. 





TIMING-SENSITIVE COMBO ATTACKS 


One of the ways Bayonetta can execute so many attacks 
is by way of timed or delayed button presses. Instead of 
pressing the Punch or Kick buttons in a single rhythmic 
sequence, players can wait a moment between button 
presses to perform a completely different attack instead. 


If you’re executing combos on the 
practice screen, the delay between 
button presses is noted with a dot. 
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WICKED/INFERNAL WEAVES UMBRAN CLIMAX 


Wicked Weaves are super-powerful weapon attacks, When Bayonetta has at least eight full magic orbs in 
launched at the end of most combo strings. For her magic gauge, she can unleash Umbran Climax 
example, when Love Is Blue equipped on Bayonetta's on her foes! In Umbran Climax state, every Punch 
hands, a PPPPP combo results in a huge summoned or Kick attack is the Wicked Weave version—and 
fist slamming into the enemy! Wicked Weaves vary depending on the weapon used, most hits that 
between weapons, and you should strive to land these would normally be Wicked Weaves will summon 
attacks on as many enemies at once as possible. Infernal Demons instead! 

There are ways to better control when THE UMBRAN CLIMAX ADVANTAGE! 


and where Bayonetta can toss out Wicked | 
Weaves, using the cancelling system built | 
into the game. For more details, see our 
Advanced Combat section on page 45. 


In Umbran Climax, all weapon 
attributes are heightened. The 
Takemikazuchi hits harder and will 
make enemies keel in an instant. 
oo ee aa, The Kafka throws out nothing but 
large arrows. Of particular note is the 
Alruna, which can now topple even 
the largest of enemies by holding 
the corresponding Attack button as 
opposed to simply tapping it. 








INFERNAL DEMON SUMMONS 


Infernal Demon Summons usuallyhappenduring | ~—.- 


sew 


climactic sequences after boss battles, and are 
usually accompanied by a Quick Time Event. If 
the Event succeeds, the demon utterly destroys 
its enemy, giving Bayonetta a Halo bonus in the 
bargain. Go for the flashy finish! There’s one more 
way to summon Infernal Demons, however... 
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SPECIAL COMBAT TECHNIQUES 


Just as Bayonetta has her basic offensive abilities, she also has her more complex attacks, which can really bring down the 
house if used in the correct situation. Nearly all of these can be purchased at The Gates of Hell over the course of the game. 








pe - : a : 
STILETTO 
This technique allows you to quickly thrust forward 
at any enemy you have in your sights. It’s great for 

mobility, starting a battle, or getting back in the fray 


so that your combo isn’t broken. Stiletto can also be 
performed in the air. 


HOW TO PERFORM: 


> Push the Left Analog Stick toward an enemy twice 
quickly + Punch, OR 


P Hold the Lock-On button and press toward an 
opponent with the Left Analog Stick + Punch. 





HEEL SLIDE 

This is a foot-based, ground-bound version of the 

Stiletto. Try equipping guns on your feet for added 

combo power as you perform this technique! 

HOW TO PERFORM: 

> Push the Left Analog Stick toward an enemy twice 
quickly + Kick, OR 


P Hold the Lock-On button and press toward an 
opponent with the Left Analog Stick + Kick. 





— 


TETSUZANKO 


This short range charging attack hits with incredible 
force. Think of it as a one-inch punch performed with 
your spine. It can also be performed in the air. If there 
are three or more orbs full in the magic gauge, this 
attack comes with a Wicked Weave punch as well. 


HOW TO PERFORM: 


> Press the Left Analog Stick backward, 
then forward, then press Punch. 








Coal 


HEEL STOMP 
The world’s strongest stomp! The Heel Stomp is 
basically the foot-based version of the Tetsuzanko, 
except it counts as a downward vertical attack 
rather than an outward horizontal one. This can 
also be performed in the air, and will bring downa 
Wicked Weave kick if there are three or more orbs 
full in the magic gauge. 


HOW TO PERFORM: 


> Press the Left Analog Stick backward, then 
forward, then press Kick. 
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BREAKDANCE AFTER BURNER KICK 


Bayonetta does the splits, then fires her guns. A lot. Everywhere, This cool blue kick travels at red-hot speeds to knock enemies 
and in all directions. This goes on for quite a while, and while into the sky or out of it! It’s great as a combo starter or ender, 
Bayonetta spins she can be maneuvered around the battlefield, or if you just want to track the enemy so it doesn’t get out of 
tagging absolutely everyone. A great crowd-pleaser and range of your assault. Can be performed in mid-air. 
zone-clearer. Can be performed in mid-air as well. HOW TO PERFORM: 

HOW TO PERFORM: > On ascent, press Kick immediately after executing a jump. During 
P Hold the Evade button. descent, press the Left Analog Stick in any direction + Kick. 









<. “a 


WITCH STRIKE HEEL TORNADO 


This is a staple technique of all video game characters who know Heel Tornado is a rising kick attack performed with 
the art of fighting in the streets! The Witch Strike is a simple but guns blazing. It can also be performed in the air. 
effective rising punch. Great for launching foes for air combos, it HOW TO PERFORM: 

be performed in mid-air f juggling potential. 
can be performed in mid-air for even more juggling potentia > Hold the Evade button, then quickhy press 
HOW TO PERFORM: and hold Kick. 


> Press Punch immediately after executing a jump. 





CHARGE BULLET 


WITCH TWIST 
Another rising punch attack, this one is executed while firing | Allows Bayonetta to charge her standard gun attack and 
guns. It can also be performed in mid-air. : give off powerful charged shots amid her normal ones. 
HOW TO PERFORM: HOW TO PERFORM: 
P Hold the Evade button, then quickly press and hold Punch. P Hold the Action button until your weapon shows 


you're fully charged, then tap the Action button. 
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PANTHER WITHIN CROW WITHIN 
Bayonetta changes into a panther, allowing for speedy Bayonetta changes into a crow, allowing herself to fly 
movement on the ground. Bayonetta has this power through the air temporarily! While transformed Bayonetta 
from the start of the game. can unleash crow feathers with the Punch and Kick buttons. 
HOW TO PERFORM: HOW TO PERFORM: 
> Press the Left Analog Stick and the Evade button > Press the Left Analog Stick and the Evade button twice 
twice quickly on land. quickly in mid-air. 


iy 


Z io eke 


Sid - 





SNAKE WITHIN UMBRAN SPEAR 
Bayonetta changes into a snake allowing herself to In this fast attack, Bayonetta turns into a crow and 
swim underwater. | dive-attacks an enemy. It can be performed in the air, and 
HOW TO PERFORM: ' canbe activated even when Bayonetta is in her human form. 
> Press the Left Analog Stick and the Evade button HOW TO PERFORM: 
twice quickly underwater. As a snake, Bayonetta Press the Lock-On button twice quickly. 


can press the Jump button to dash. 





BAT WITHIN 


Bayonetta changes into a flock of bats, 
avoiding enemy attacks in the process! 


HOW TO PERFORM: 


> Press the Evade button at the exact 
instant Bayonetta would have 
otherwise taken damage from an 
incoming attack. 
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COMBOS & SCORING 


We've been talking about “combos” for a while now, 
but just what are they? 


A“combo”— or “combination attack” in this context—is a 
string of attacks delivered in quick succession within a certain 
amount of time. In this game, sometimes enemies are knocked 
back by combos, and at other times they simply take the hits 
while preparing to deal a more powerful one against you. Such 
outcomes depend on various factors, such as the type of enemy 
faced, the weapon being wielded, the difficulty the game is set 
to, whether the enemy has already been staggered or angered 
by a taunt, and so on. 

Combos, however, are key to getting high scores in the 
Bayonetta series, and what lets you know how you’re doing 
on that front at all times is the combo meter. 


Defeat al enemies 


within the time given. 
Vi an ? 
R 12343591 


COMBO MULTIPLIE 


on 





COMBO METER 


The combo meter records and scores every hit Bayonetta 
deals to an enemy, great or small. 


COMBO SCORE 


As mentioned earlier, each hit in a combo is worth a certain 
number of points. As you perform your combo, the points 
earned per hit are totaled at the top, with the multiplier just 
above it. This multiplier is very important. 


COMBO MULTIPLIER 


The combo multiplier rises as your combo lengthens, which is 
another important reason to keep combos going. The longer 
your combo, the higher the multiplier attached to your score, 
meaning the higher your score when the combo ends. The 
multiplier maxes out at x9.99, and you should try to keep the 
combo going with the multiplier at that value, or as close to 
that value, as you possibly can for best results. 


ANGERED ENEMIES 


By taunting enemies (or wearing the Gaze of Despair 
accessory, purchasable from The Gates of Hell) you can 
turn their aggressiveness up to Il. However, in an angered 
state, enemies are worth more points per hit while requiring 
more hits to defeat! Your score will skyrocket if you’re skilled 
enough to survive the assault! 


oN: onan sa otaeiOnenoensOeeenNOO 





ACCESSORIES 


Accessories heighten Bayonetta’s offensive and defensive 
abilities, extending her combat possibilities. All of the 
following can be bought at The Gates of Hell. 


: ok Te al 


ve 





-gooeanongoneoeRt 






INFERNAL COMMUNICATOR 





SELENE’S LIGHT 


When this is equipped, Witch 
Time is instantly triggered 
when Bayonetta is hit if she 
has at least one full orb in her 
magic gauge. Depending on 
your dodging prowess and the 
difficulty of the enemies you’re 
facing, this has the potential 
to keep your gauge constantly 
drained, so be careful! 





L< (149 





The Infernal Communicator 
calls upon the band of 
“Little Devils” to attack any 
enemy Bayonetta attacks. 
Use this accessory when 
you need a slight boost to 
your offensive abilities. 
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PULLEY’S BUTTERFLY 


One of the best defensive 
accessories, Pulley’s Butterfly 
calls forth a shield of butterflies 
to hover around Bayonetta, 
absorbing one or more hits 
depending on the strength of 
attacks absorbed. This makes a the explosion. Purchase 
great accessory for those seeking Bat Within to maximize this 
Pure Platinum ranks. accessory’s potential! 





When the Rosary is equipped, 
Witch Time is disabled. Instead, 
an explosion occurs every time 
Bayonetta dodges an attack. 
The closer she is to being hit 
when she dodges, the bigger 











When equipped, the 
Gaze of Despair angers all 
enemies Bayonetta faces. 
This can do wonders for 
your score, but can also 
rocket the difficulty to 
insane heights! 


With the Star equipped, 
Bayonetta regains a tiny bit of 
vitality by taunting enemies. It 
may not seem like much, but 
sometimes it’s the difference 
between life and death! 


There are other Accessories not listed here with hidden powers! 
Visit the Secrets & Extras section on page 260 to learn what they 
are, what they do, and how to unlock them. 
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MALLET OF REWARDS 


TORS, When Bayonetta has the 
Ps Mallet of Rewards equipped, 
=m senemies drop greater rewards 
when Torture Attacks are 
performed on them. It’s great 
if you find yourself in need of 
Purple Butterflies and Green 
Laurels, or just more money. 


Unlocked after beating Chapter 
XIV, the Earrings of Ruin 
exchange Umbran Climax for 
Umbran Armor when equipped, 
giving Bayonetta an honest-to- 
Jubileus battle robot! Get more 
details on the Umbran Armor 
and how it works on page 263. 








Another of Bayonetta 2’s best 
defensive accessories, this 
will parry any attack coming 
toward Bayonetta if the Left 
Analog Stick is pushed in 

the opposite direction of the 
attack when she is about to 
be hit. Why use this instead 


With this accessory equipped, 
Bayonetta pulls off stylish combos 
automatically with the single touch 
of an Attack button. In addition, 
dodges occur automatically! 
However, if you use this accessory 
on 2nd Climax difficulty or above, all 
points gained in battle are halved. 





of dodging? The risk matches The Immortal Marionette occupies a separate slot from all 
the reward—any attack parried aig the Moon causes other accessories. Therefore you can use it in conjunction 
the enemy that launched it to recoil, giving Bayonetta the with two other accessories. The Marionette is unlocked by 
advantage she needs to hit back! playing and/or beating Ist Climax difficulty. 


PERFECT PARRYING 

If you manage to parry an attack at the instant that you would have 
been hit, Witch Time will be activated. Additionally, you can getina 
powerful counter by attacking at the moment this happens! 
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WEAPONS 


Over the course of the game, Bayonetta gains access to many different kinds of weapons, each with their own properties 
and suited to their own situations. Learn about them below. 


LOVE IS BLUE 


Bayonetta’s default gun 
weapons, which allow her 
to fire magic-powered 
bullets at all enemies on 
the screen and launch 
enormous Wicked Weave 
fists and heels. Featuring 
moderate damage and moderate speed, these area 
good all-around combat tool. These weapons can be 
equipped on your legs as well. Love is Blue is given to 
you automatically during the Prologue. 





P Love Is Blue may have short melee attack range, but 
by holding P during every Punch attack launched, 
you can engage in gunplay that aims for many 
enemies at once. 


> During Umbran Climax, the PPPPP combo results 


in massive rapid-fire Wicked Weave fists that 
decimate whatever they touch. 








KAFKA 


Unassuming but ultra-deadly 
when used correctly, the 
Kafka bow fires poisonous 
arrows that can really cut 
enemies down to size, 
especially when combined 
with harder-hitting weapons. 


RAKSHASA 


These twin katana blades bear 
the honor of being the fastest 
melee weapons in the game at 
the cost of power. Slash away 
with the Attack buttons fora 
high combo count, or hold P to 
charge up for a powerful strike! 





This weapon can be equipped on your legs after buying When an enemy is hit, they turn a sickly color to let 

the production version at The Gates of Hell. Find the LP players know that the poison is taking effect. 

yielding Rakshasa during Chapter I. Find the LP yielding Kafka during Chapter Il. 

> Equip the Rakshasa to your legs, then use the PKP | DP Rotate the Left Analog Stick 360 degrees then 
combo string to fast-track to a Wicked Weave for | press P to fire arrows everywhere. This is an 
any weapon equipped to your arms. especially useful tactic in the air. 
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UNDINE 


The Undine is three weapons 
in one, allowing Bayonetta to 
bludgeon, freeze, or burn her 
enemies. Needless to say, you 
can do all sorts of fun things 
with these babies if you’re 
willing to experiment. 


This weapon can be equipped on your legs after buying 
the production version at The Gates of Hell. 


Find the LP pieces for Undine in Chapter IV. 


P Rotate the Left Analog Stick 360 degrees then 
press the Attack button corresponding to the 
Undine to change between ice and fire. When 
attacking, hold the Attack button used to either 
spew paralyzing fire or freezing ice. If you manage 
to freeze your enemy into a block of ice, you can 
stand close and press the Action button to lift and 
then toss them into other enemies! 





CHERNOBOG 


The Chernobog is one of those 
weapons that appears to be 
just made for stylish action 
setpieces—a scythe anda 
magical shotgun in one! Use 
the Attack button to launch 


TAKEMIKAZUCHI 


Welcome to the inverse of the 
Rakshasa—a super-powerful 
hammer laced with the power of 
lightning in its turbines. Single 
hits do massive amounts of 
damage and can stagger most 





wide-range scythe attacks, and — , enemies. Charge this baby up 
hold the Attack button to fire! to unleash a powerful ground strike, and leave the hammer 
Find the LP pieces for Chernobog in Chapter V. charged with electricity for a short time afterward! 


Find the LP pieces for Takemikazuchi in Chapters VIII and IX. 


USEFUL HINTS! The outward and > Along with incredible damage output, the 
Takemikazuchi is a good way to raise the score 


f the Ch 's Wi 
orward range on the Chernobog’s Wicked multiplier with just a few hits! 


Weave is absolutely massive. Equip the 
Rakshasa on your legs then use the PKP 
combo to fire them off as fast as possible. 
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SALAMANDRA 


A crowd-pleasing Angel Arms in 
the first game, chainsaws have 
now entered Bayonetta’s official 
arsenal! What happens next is a 
matter of following your heart. 


ALRUNA 


Completing Chapter XI 
automatically gives you the 
Alruna, a whip weapon and 
one of the most versatile in 
Bayonetta’s arsenal. Players 


Pe Wiss) These weapons can be familiar with the Kulshedra 





equipped on your legs after in the original Bayonetta will 
buying the production version at The Gates of Hell— take to this weapon like a duck to water, before being 
and once equipped, Bayonetta will use them as skates, overjoyed by its added versatility. In addition to being 
damaging enemies when she gets close! able to whip and throw enemies, it boasts moderate 


damage and excellent range. 
This weapon can be equipped on your legs after buying 
the production version at The Gates of Hell. 


> Use the KKKKK combo for an attack sequence that 
launches powerful attacks in a single direction, 
then spins in all directions for the finish. Against 


Find the LP pieces for Salamandra in Chapter X. 


P This is one of the best overall weapons for achieving 
Pure Platinum ranks—find out how on page 52! 


There are other weapons not listed here with their weakened enemies, during Umbran Climax or 
own hidden powers! Visit the Secrets & Extras during Witch Time, hold the Punch or Kick buttons 
section to learn what they are, what they do, and (depending on where you have Alruna equipped) to 
how to unlock them. | whip enemies around the battlefield, often leaving 
tt them helpless when they hit the ground. 





These weapons are used by the angels and demons you fight, but in Bayonetta’s hands, they become exquisite machines of 
destruction, full of area-affecting assaults, long-distance attacks, and super-powerful hits that stagger enemies with ease. 


The best way to gain these Arms for temporary personal use is to perform Torture Attacks on your enemies. If you want their power 
all the time, however, you must obtain the Rodin weapon, which is no easy feat. See page 268 for details. 
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Red Text is for normal wicked weaves. 
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300+ Accumulated Kills +600 — 
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CHAPTER IV; KNOW YOUR POTENTIAL 
(COMBAT PRIMER: ADVANCED) 


The secrets of the Umbra Witches are many and well-guarded. Such secrets extend to their combat potential. 
However, with patience and experience, you can unlock these secrets. Whether you're an expert or just someone 
who likes to dig deep, this advanced section is here to help you gain the edge in Bayonetta 2. 


ADVANCED OFFENSE 
AIR COMBOS AND JUGGLES 
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Witch Strike and After Burner Kick are 
two of the easiest ways to launch enemies, 
but stylish action veterans should be able 
to easily find launcher techniques that 
don’t require special moves bought from 
the shop. Experiment! 








Launch into the air... JUMP CANCELLING 
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You can even juggle with guns! No problem! Just jump out of it! 


Letting loose combos on the ground is great, but air combos Jump cancelling is the principle that nearly any 


come with an extra degree of security—there's less chance animation can be interrupted simply by jumping. 
that the enemy can power through your assault and retaliate. This can be used for defense to keep yourself out 
Certain moves, commonly called launchers, send enemies of harm’s way, but it can also be used offensively to 
flying straight up into the air, setting them up for air combos. quickly move between enemies, or start new attacks 


Two such moves are the Witch Strike and the rising version 
of the After Burner Kick, both of which can be bought 
from The Gates of Hell. These two moves send the enemy 
into the sky, with Bayonetta following alongside. Once the 
move has finished, Bayonetta is free to combo the helpless 
enemy in the sky to her heart's content. 


{ 


before current ones have finished. 
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GET A LIFT FROM ENEMIES! 
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...then jump again! 


Wherein Bayonetta does her best plumber’s 
impression! Bayonetta can jump off of enemies to 
get a boost. Simply jump toward the enemy, and as 
soon as her feet touch their body from above, jump 
again! You can perform any aerial moves as if you’d 
just jumped up from the ground as well. 








LIND 3% 








WALL BOUNCE 


They’re still helpless! Go get ‘em! 
Few things are more stylish than bouncing your enemy 
around like a pinball! Many battle areas in Bayonetta 
2 have boundaries, be they physical or magical. Slam 
enemies against them with enough force and they'll 
bounce off of those boundaries, ripe for the comboing. 


A great time to take advantage of this ability is after a 
Wicked Weave (i.e., with Salamandra), or a successfully 
landed Stiletto (i.e., with Kafka). 


STAGGERING & DIZZIED ENEMIES 


Put enough power against an enemy, and they just won't be able to 
take it. They'll recoil, or crumple under the pressure. Whale into an 
enemy with enough heavy hits and they might even get dizzy! 

The easiest way to experience this is with the 
Takemikazuchi. Its awesome power stops most lesser 
enemies in their tracks. 
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ADVANCED DEFENSE 


LOOK FOR CUES! DODGE CANCELLING 






Most, if not all, enemies in Bayonetta 2 have visual 
“tells” that serve as a clear indicator of an incoming 
attack. Usually they’Il be characterized by a flash 

of light or a key animation just as they’re about to 
make their move. 


By the same token, turn the volume up and listen 
for audio cues as well! 


ANIMAL CANCELLING 


Now use a new attack instead! 


Similar to jump cancelling, you can interrupt almost any 
animation with a dodge, which comes in very handy 
considering that this is Bayonetta’s most important 
defensive technique. Simply press the Evade button if 
you don’t want to commit to an attack. Use this ability 
to give yourself maximum freedom on the battlefield! 


...then activate Panther Within! 
Now get out of there! 


sesonnnncesaosesuncnnyntadgte 


You guessed it—you can interrupt actions and 
animations by changing into animal forms as well! - 
Try it with Panther Within for the easiest time. 
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DODGE OFFSET 
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Start a combo... 





...then hold a button in the combo while 
changing into an animal by pressing the 
Evade button twice. With the double button-press, 
this can be tricky, but it’s worth it! 





When you come out of the dodge, you can finish 
that combo where you left off... 





...like nothing ever happened. 


Here’s where things get interesting. Dodge Offset is the _..then finish the combo! 
ability to “stall” a combo between dodges. It works by 


holding a button in the midst of a combo, pressing the Here’s where things get crazy. Not only can you offset 


Evade button to dodge, and continuing after the dodge | a combo through a dodge, but you can also do so 

is complete. This is the best way, bar none, to make sure | through an animal form! Take those Wicked Weaves 
none of your combos are interrupted by enemies and with you wherever you go! Again, performing this with 
thus keep your score as high as possible. Panther Within is the easiest way. 
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THE ART OF THE COMBO 


As we've stressed multiple times so far, getting high combo ranks is essential for mastery of Bayonetta 2. In this section, 
we outline how to maximize your combo potential, and prove to the world that you’re exploding with style! 


THE COMBO COUNTER THE SIX-SECOND RULE 


COMBO MULTIPLIER 154597) 


COMBO SCORE map (1040 
LP gn ia A 307 





As explained in the Basic Combat section, each hit 
adds to your combo count and the multiplier. If you 
want to make both rise faster, simply hit harder and 
faster. Equip weapons like the Rakshasa and Takemi- 
kazuchi to see these principles in action for yourself. 


TAUNT ENEMIES FOR HIGH SCORE 
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eats ...S0 does the counter! Don’t let that happen! 
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Want an easy way to keep your combo rising? 
Just keep track of one thing: How long it’s been 
since you last hit an enemy. In Bayonetta 2, you’re 
allowed six full seconds between hits before the 
combo counter resets. 





Hitting angry enemies. All that extra anger 
goes into your score! 


Think you can take the heat? Taunt enemies wherever 
you can—or wear the Gaze of Despair accessory—to | 
enrage enemies, making them move faster, hit faster, 

and hit harder! The tradeoff, however, is greatly 

increased point yield per attack you land! Use this if 

you're struggling to get Platinum score medals. 
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TAUNTS 
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Torture Attack 


Taunts also stall the combo counter briefly, which 
can mean the difference between a Platinum rank 
or a Gold. Some Verses also have multiple phases 
of battle that can be interrupted by things like 
cutscenes. You can often taunt to stall the combo 
counter once you've cleared the first phase of 
enemies so that your counter remains intact once 
you enter the second phase. This is essential 

for attaining Pure Platinum ranks some Verses, 
including boss battles. 








GUN ATTACKS 


Once you've defeated an enemy, hold the Action 
button to fire your gun. Bayonetta will automat- 
ically tag another enemy, and your combo counter 
will continue. This should always be your fallback 
technique in battle—always keep your gun going if 
you don’t have an enemy directly in your sights. 


DODGE OFFSET 


As explained earlier, Dodge Offset allows you to 
dodge incoming attacks even while in mid-combo, so 
you don’t have to stop dishing out the pain, and so 
you can toss out your beloved Wicked Weaves more 
often. Never forget it! 
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The rank of Pure Platinum signifies total mastery of any battle scenario Bayonetta 2 has to offer. Much of the game's 
replay value lies in attaining this rank for every Verse and every Chapter. The following section covers how to prepare 
for the ultimate challenge, and what to do when you finally decide you're ready to undertake it! 


SUGGESTED PLAY/REPLAY ORDER 





Only Bayonetta 2 veterans—those who have already greatly familiarized themselves with the game and its underlying 
mechanics—should undertake the quest for full Pure Platinums. This will take multiple playthroughs. Fortunately, as with 
all Platinum games, there’s a pretty solid path of playthroughs and actions to take to get the experience you need. 


Keep in mind that the below aren’t hard-and-fast rules. Figure out which way of learning works best for you. 





1ST 
CLIMAX 


2ND 
CLIMAX 


3RD 
CLIMAX 


co CLIMAX 


DIFFICULTY BREAKDOWN 


© The easiest of all difficulty settings. 
_ © Bayonetta takes reduced damage from 


hits and has eight extra orbs of magic. 


_ © Enemies attack less often. 


©The standard difficulty setting. 


© Bayonetta takes the standard amount of 
damage and has the standard magic gauge. © 


© Enemies attack at the standard rate. 


e Harder than 2nd Climax. 
iy Bayonetta takes extra damage from hits. 


_e Enemies attack more often than normal 
and can dodge more of Bayonetta’s attacks 


outside of Witch Time. 


¢ The timing required for gaining Witch Time 
via dodges is tighter. 


¢ The hardest difficulty setting. 


_ ¢ Bayonetta takes large amount of damage 


per hit. 


e Enemies move faster, attack more often 
than normal, and can dodge many more of 


Bayonetta’s attacks outside of Witch Time. | 


e The timing required for gaining Witch Time 
via dodges is much tighter. 





Be sure to check out the “Go 
for Pure Platinum!” strategies 
throughout the Walkthrough, 
starting in the next chapter! 
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PLAYTHROUGH ORDER 


¢ Get acclimated to the game systems - how attacks, dodges and 
IST _ Witch Time work and are beneficial to the player. 


BoeN\ariielicl | ¢ Don’t worry too much about ranks. Instead focus on getting 


through the story and building your arsenal through LPs, Broken _ 
_ Witch Hearts, Broken Moon Pearls and The Gates of Hell. 
¢ Optionally, one can play through Ist Climax if they’re completely 

_ new to the genre. Equip the Immortal Marionette accessory until 
you are comfortable with the flow of the game, then remove it 

as you would training wheels. Once Ist Climax playthrough is 
complete, move on to 2nd Climax. 


DIFFICULTY: 
2ND CLIMAX 


(or Ist Climax 
if new to action 


_@ Enjoy 2nd Climax with newfound power from your new weapons, 
your increased statistics, and your heightened skills brought about 
by personal experience. i 
© Do your best to gain high ranks in every fight. If possible, aim for 
Pure Platinum —it will be within your grasp for quite a bit of the 
game now that you've seen every enemy firsthand. 


DIFFICULTY: 
2ND CLIMAX 


_ © Begin your quest for mastery of Bayonetta 2 in earnest. 

_e Internalize enemy attacks and tells. Learn how to dodge as many 
attacks as possible and/or to parry all of them with the Moon of 

_ Mahaa-Kalaa. 

e Experiment with accessories and weapons to see which ones aid 

you the most in tough fights. Several suggestions are given in this 
section. 

| e Wherever applicable, go for Platinum and Pure Platinum ranks. 


PLAYTHOUGH 


DIFFICULTY: 
3RD CLIMAX 
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4TH 
Lapse) ic & Attempt co Climax once you are comfortable with 3rd Climax. 


_ ¢ Follow the same objectives as in the previous playthrough, 


DIFFICULTY: keeping in mind that every mistake costs more than it used to. 


co CLIMAX 
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e Finish attaining all collectibles, and achieve any remaining 
: 5TH _ Bewitchments. This includes challenging Rodin, who you should by © 
ge Narslvelttc}s| now stand a chance against. ; 
<5 56°))/®)_ @ Continue to practice until you are able to achieve Pure Platinum 

rank for every chapter in every difficulty. 
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“THE RANKING SYSTE! 


THE KEYS TO VICTORY 





There are five levels of grading in Bayonetta 2, from 
lowest to highest: Stone, Bronze, Silver, Gold, and 
Platinum. These grades—given out via medals— 
determine your overall rank in Verses and Chapters. 


BY VERSE 
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Verse Ranks are calculated by the average of three 
factors: Score, Time, and Damage. If you manage 
Platinum medals in all three fields, you’re awarded a 
Pure Platinum medal for the Verse. 
For a high Score ranking, attain a high score through 
high combo counts and high combo multipliers. 


For a high Time ranking, finish the Verse as quickly 

as possible. 

For a high Damage ranking, take as little damage as 
possible. Taking O damage for the Verse always results 
in a Platinum Damage ranking for the Verse. 


BY CHAPTER 
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Chapter Ranks are the average of all medals in all Verses, 
minus one rank for each time a Continue is used. 

To earn Pure Platinum for a chapter, you need to get 
Pure Platinum for every Verse within. Even a single 
Platinum for a Verse will bump your Chapter Rank 
down to a Platinum. 





The quest for Pure Platinum is just as much a game of 
preparation as it is execution. The following items will 
give you the best chance of completing your mission. 


WEAPONS 


SALAMANDRA 


The Salamandra ts the overall best weapon in your Pure 
Platinum quest, for one large reason: the ability to hold 
the Punch or Kick button during each attack. By doing 
so, you ensure extra damage and a huge score boost, as 
well as a longer-lasting attack that allows you to get your 
bearings for precious seconds. If you want your attacks 
to take less time, then tap the buttons instead of holding 
them, but nine times out of ten, holding the buttons is 
the best course of action. 


Make these weapons your default on your arms and 
legs. Leg attacks usually sweep horizontally, allowing 
you to hit multiple enemies at once, especially when 
powered up by Umbran Climax. 


RAKSHASA 


This is the fastest melee weapon in the game, and your 
best friend against bosses and Sloths on co Climax 
difficulty. Equipping them on your arms is essential for 
several key scenarios. 


KAFKA 

The poison attribute of the Kafka’s arrows makes this 
weapon invaluable for shaving down battle times. Its 
Stiletto attack is also deceptively powerful, able to send 
enemies flying on impact. Go for the wall bounce! 


ALRUNA 

The Alruna is a deceptively powerful striking weapon 

on its own, but holding the Attack buttons allows it to 
whip and slam weaker enemies to the ground, and larger 
enemies during Witch Time or Umbran Climax. 


ACCESSORIES 


PULLEY’S BUTTERFLY 


Apart from your dodge, this is your first line of defense 
when going for Platinum Damage medals. Pulley’s 
Butterfly absorbs one or more hits (depending on the 
strength of attack absorbed), and none of the hits 
absorbed count against your vitality. Keep this shield on 
you whenever you need it. 
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MOON OF MAHAA-KALAA 


This is your second line of defense, allowing you to 
parry any attack in the game by pressing the Left 
Analog Stick against it, and gain the advantage to 
counterattack while the enemy is stunned. It’s simple, 
but incredibly effective. 


ETERNAL TESTIMONY 


Unlocking the Eternal Testimony can make life a whole 
lot easier by reducing the time it takes to activate 
Pulley’s Butterfly by half, and Umbran Climax by a 
fourth. Get it when you can. 


GAZE OF DESPAIR 


As explained earlier, enraged enemies count for many 
more points than normal. Just be sure you’re up to the 
inevitable challenge that comes from wearing it. 


COSTUMES 


HERO OF HYRULE 


If you’re cool with cosplay, then the Hero of Hyrule 
costume Is utterly invaluable. The parrying abilities of 
the Moon of Mahaa-Kalaa are built into the Hylian 
Shield, thus freeing up an accessory slot that would 
otherwise be taken up by one of the game’s most 
valuable accessories. 





OVERALL PLAY TIPS 


In the midst of battle, keep in mind the following 
general rules of thumb as you fight for the coveted 
Platinum medals. Many of these have already been 
covered above, but we’ve compiled some of the best 
here in a nice handy list. 


MEMORIZE ENEMY PATTERNS 


Having trouble against a certain enemy? Put your 
Pure Platinum quest to the side for a little while, 
and study all of their movements and techniques. 
All enemies in Bayonetta 2 move in specific 
patterns, and perform specific moves with 
properties all their own. Keep your finger on that 
Evade button, and do your best to dodge (or parry) 
absolutely everything they can do. 

Don’t worry about getting hit in the process— 
concentrate on getting the timing down so that you 
can dodge anything the enemy throws at you! When 
you get back into the fight for real, they won't know 
what hit them. 
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USE THE CUES! 


Similar to watching for enemy patterns, look for 

the visual and audio cues associated with enemy 
movements and attacks. Internalize them so that you 
can fight more efficiently. 


USE (AND ABUSE) 
DODGE OFFSET 


Bayonetta 2 gives you more reasons and opportunities 
to use Dodge Offset compared to its predecessor. If 
you’re in a tight spot and know the enemy’s about to 
get the upper hand, use it to get out of the way and 
continue your assault, and hopefully enter Witch Time! 
Speaking of which... 


WITCH TIME, WITCH TIME, 
WITCH TIME! 


Witch Time is your best friend, period. It gives you 
precious breathing room with which to dispatch enemies, 
even on © Climax difficulty. Look for opportunities to use 
it at every turn. 


MARE TRANQUILLITATIS 


Sometimes known as “fishing for parries” in fighting 
game jargon, repeatedly pushing the Left Analog Stick 
toward an enemy in anticipation of one or multiple 
attacks while having the Moon of Mahaa-Kalaa 
equipped goes a suprisingly long way. It’s not a foolproof 
trick, however, so use it sparingly—if you're unsure of 
yourself, use extra protection such as Pulley’s Butterfly. 


ATTACK MULTIPLE ENEMIES 
AT ONCE 


The more enemies you attack (and thus prevent from 
attacking) in a single stroke, the better your time score 
will be, and the safer you'll be in general, allowing you 

to get that all-important Platinum Damage medal. 
Weapons like the Rakshasa and Salamandra excel at this. 


PRIMA OFFICIALGAME GUIDE 53 : CHAPTER IV: ADVANCED COMBAT 





INTRO | GAMEPRIMER | COMBATPRIMER | ADVANCED COMBAT | | ENEMIES | SECRETS/EXTRAS | BEHIND THE SCENES 





Bayonetta 2's Story mode is organized as follows: Records of Time, Prologue, and 16 Chapters, and the Lost Chapter (consisting 
of five Witch Trials). This section of this guide shows you how to navigate through the Chapters, locate all hidden collectibles, and 
beat every Verse in every Chapter. 





The 16 Story Chapters contain maps when applicable, 
showing the locations of all Verses. Number callouts 

point to locations on the maps, referring to specific en 
parts of the walkthrough denoting key points of ae 
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Every map includes a key to illustrate what all of the = ‘me Ee 
numbers mean. For select stages, a green marker ; 
denoting the starting point is provided. 





The walkthrough places special emphasis on the 
ranked Verses that appear in each Chapter. When 
you reach a Verse location, the guide indicates 

which Verse you've reached and shows the score 
requirements necessary to achieve specific medal 
ranks across all difficulties, along with what enemies 
you'll face on Ist Climax through 3rd Climax difficulty 
and on co Climax difficulty. The text details any 


25. BROKEN WITCH HEART (4/40) useful advice about fighting enemies at that location, 
26, (STANDARD) VERSE 4 including suggested weaponry to use, and useful tips 
27. (MUSPELHEIM) VERSE 3: é‘ ; 
Yields Broken Moon Pearl (2/16) on how to obtain the coveted Pure Platinum rank in 
28. GREEN HERB LOLLIPOP the majority of Verses. 
29. BROKEN WITCH HEART (10/40) ae ; 
(underneath) All Verses are detailed in their own Verse sections, 
30. STANDARD (VERSE 2) 
arco eARt toy40) whether they are standard Verses that you come 
32. JOURNAL'S ECHO across if you progress straight through a Chapter, 
33. JOURNAL'S ECHO secret Verses that require you to backtrack through 
ec HEART (2/40) an area to activate them, or the hidden Muspelheim 
35. (MUSPELHEIM) VERSE 1: Yields 
Broken Witch Heart (1/40) portal Verses scattered through every Chapter. 


36. UMBRAN CROW (2/20) 

37. JOURNALS ECHO 

38. BLOODY ROSE LOLLIPOP 

39. JOURNAL'S ECHO 

40. BROKEN MOON PEARL (1/16) 
41. GREEN HERB LOLLIPOP 





42. PURPLE MAGIC LOLLIPOP BE FOREWARNED 

oo pedro i This is a spoiler-light Walkthrough, 
44. UMBRAN CROW (1/20 

See a MOON LOLLIPOP but enemy reveals and whatnot can 
46. BROKEN WITCH HEART (9/10) give away some details! 


(Underneath) 
47. JOURNAL'S ECHO 
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Most battles change entirely when playing on co 
Climax difficulty, providing extra or different enemies 
that you normally would not encounter on lower 
difficulty settings. For those sections, the guide 
contains specific advice for dealing with those types 
of situations. 


ENEMY SPOTLIGHT 





The trail of pieces curves to the right, then upward, 

then down toward the empty alcove directly to the 

right of where you started. Tilt the camera to keep 
sight of them so you can grab them all. 


VERSE 9 





ENEMY SPOTLIGHT: Cachet & Compassion 
When large numbers of Cachet & Compassion are together, 
the result can be confusing, Cachets are medium-sized 
enemies that can launch into devastating drill attacks from 
afar. However three of the smalier Compassions can combine, 
and launch a similar attack. The best course of action? 
Destroy them all as quickly as passible, of course! 


1st Climax/2nd Climax/3rd Climax 
ENEMIES: Cachet xl, Compassion x6 
Dadge out of the way the second the fight starts; a Cachet wil 


lunge straight toward you! Stay as mobile as you can during this 
fight, as Cachet & Compassion certainly will, You'll find Witch 
Time opportunities in the midst of any of their lunging attacks, 
allowing you to retum fire with impunity. 


oo Climax 
ENEMIES: Cachet x2, Compassion x6, Fidelity x2 
An extra Cachet and two Fidelites jain the already confusing 


battle. Take te the air temporarily to take stock of the situation, 
and make judicious use of your Action button gun and the 





As you progress through the game, you encounter new 
types of enemies. We highlight these new encounters— 
the battles that introduce enemy types—and go into 
greater detail on how to defeat these new foes. 





Pure Platinum tips assume that you've played 
through the game at least once, and are coming 


These tip boxes are placed in the 
walkthrough whenever there are 
special strategies relevant to specific 
points in a stage. Just as in The Gates 
of Hell, whenever you need that extra 
edge, look for a face you can trust. 

















The special Umbran Witch 
Resting Places contain 
upgrades and restorative 
items. However, before 
you can open them, 

you must collect their 
scattered pieces. Boxouts 
show strategies for 
collecting these in an 
efficient manner. 


LOST CHAPTER AND ~ 
TAG CLIMAX 





in with the advantages (such as armaments) | Even after completing Story mode, there’s still more 
Your Potential (Combat Primer: Advanced) Climax. Two more walkthrough chapters cover these 
section for weapons and accessories that can special modes, once again listing the medal ranking 


help you prepare to achieve these ranks. requirements and any pertinent information about 
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RECORDS OF TIME: THE END 


1st Climax/2nd Climax 
3rd Climax/co Climax 


This battle is completely unranked—it doesn’t even 
show up in the Play History Menu! If you're seeing 
this mission, you’re likely a first-time player (or at 
least are playing from a clean save file). As such, your 
only mission is to familiarize yourself with the style of 
the game and the basic actions that Bayonetta can 
perform. Try out a few combos, and see which button 
sequences lead to combos that you're personally 
comfortable with. This will be valuable knowledge to 
take with you into the game proper. 


Watch out for hazards out of your reach, such as this 
giant laser. Dodge out of the way! 


Further into the Records of Time, Bayonetta calls 
upon the powerful Umbran Armor, which you'll see 
again much later in the game. Enjoy the fleeting taste 
of power! 

The last battle pits Bayonetta against the titanic 
angel Valiance. Avoid his slow sword swings and fight 
back using Bayonetta’s air combat tactics! 








PRIMA OFFICIAL GAME GUIDE | 57 ) CHAPTER V: WALKTHROUGH 





PROLOGUE: WORLD OF CHAOS 


Just like the Records of Time, the Prologue throws players directly into the action—after a lengthy scenario-setting 
opening cutscene, of course. Enjoy the theatrics, then get to work. 
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ENEMY SPOTLIGHT: Acceptance wee SC Toil 
Acceptances come in two varieties: spear-wielders and ge fee : a 
harp-wielders. Spear wielders approach Bayonetta, giving 
quick swings of their spears. Harp wielders fire their arrows 
into the sky, which in turn home in on Bayonetta and rain 
down divine wrath. The arrows are actually the easier of the 
two to dodge, due to a large golden circle appearing on the 
ground where the fired arrows are about to land. 





PHASE 1 
1st Climax/2nd Climax/3rd Climax 


ENEMIES: Acceptance (Spear) x3 

Acceptances are great enemies to practice on when it 
comes to dodging and retaliating during Witch Time. In 
fact, you’re given a tutorial that walks you through the 
basics of doing just that! 

If this is your first playthrough, you'll be using standard 
handguns. Simply dodge enemy attacks and counter 
with your own. 

e12i91614 co Climax 

ja age ENEMIES: Acceptance (Spear) x3, Fidelity xl 

The Acceptances are joined by a Fidelity, meaning that you 
have to watch out for even faster movements and attacks! 
Try dodging the Acceptance’s spear swings, then going 
for the Fidelity during Witch Time so it never even has a 
chance to mount an offense against you. 


Go for Pure Platinum! 


SUGGESTED WEAPONS: 
Salamandra (Arms & Legs) 
The Salamandra makes short work of Acceptances (and most 
other enemies) wherever they may lie. Hold down the P or K 
buttons as you attack for longer slices that yield more points, 
dodging when and where necessary. 
If this is your first playthrough, Rodin switches out your 


handguns for the Love Is Blue. Yay! Now you've got real guns 
that you can wreak maximum havoc on angels with! 





ecaeonanvenenenNeS 
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PHASE 2 


Ist Climax/2nd Climax/3rd Climax 


ENEMIES: Acceptance (Spear) x8 


The last phase was just a taste of what was to come 
in this one! You face even more Acceptances now. 
Fortunately they come in waves—you never face 
more than three at a time. Dodge their attacks and 
hit them with your best shots. 
If you’re playing this for the first time, the game 

on ce et : p invites you to try building up your magic gauge for 

ae oe Torture Attacks and Umbran Climax. Try them out, 

: a and take note of their power. 


co Climax 


ENEMIES: Acceptance (Spear) x6, Urbane xl 
An Urbane joins the proceedings, suddenly making 
the fighting plane feel a whole lot smaller. You'll be 
dodging a lot in this battle, but the Urbane’s attacks 
are quite slow compared to the Acceptances: 


Go for Pure Platinum! 


Gea SUGGESTED WEAPONS: 


WW Salamandra (Arms), Alruna (Legs) 





oneueooaneueont mtaMonLIEADIULEtOoNN ULC 


Follow the above strategies while slicing up all of your 
enemies as quickly as possible. For co Climax, equip the 
Alruna to your legs and hold K during Witch Time or Umbran 
Climax to down the Urbane and make it an easier target. 


When you've cleared out the enemies, hold the Taunt 
button to give yourself the best chance of keeping your 
combo alive. Keeping your combo through all three phases 
is the only way to guarantee getting a Platinum Score 
medal for the entire Verse. 

A Valiance engages you in a Quick Time Event. Press 

the prompted button as quickly as possible to repel the 
Valiance, then get ready to fight hand-to-hand once more. 










— 





Keep an eye out for Glamor, who hovers 
around the plane, watching you like a hawk. 
He'll try to swipe at you twice—the first time 

from the front, the next from the side. 
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PHASE 3 


1st Climax/2nd Climax/3rd Climax 


ENEMIES: [LOOPING] Accolade (Spear) xl, 
Acceptance (Spear) x8 


More spears! More spears! A spear-wielding Accolade joins 
the party, which means you have to watch out for wider spear 
swings that are, fortunately, slower. Dodge and hit back. 


co Climax 


ENEMIES: [LOOPING] Acceptance (Harp) x2, 
Accolade (Hammer) xl, Acceptance (Spear) x4, 
Accolade (Spear) x1, Accolade (Twin Blades) x] 


You have variety of weapon-wielders to deal with here, but again, they 
won't assault you all at once. The most dangerous of them are the 
hammer- and twin blades-wielding Accolades. When facing these, 
do your best not to get crowded into a tight spot, and use other 
enemies’ slower and easier-to-dodge attacks to enter Witch Time 
and defeat the Accolades without getting into an extended battle. 


Go for Pure Platinum! 


SUGGESTED WEAPONS: Salamandra (Arms & Legs) 


{cr reich iret ebieotaanianyacatoane ae eotaett ant yaaeia0r att atu EniaaDN 7aRoI20RI2:C2OCHT NCO FARRER DITO IAZOOIE OCI IE TCONIORROROLRI ECHOICE HON HICLESEUIEE NLC CNMI SOCIIEE SOU IOM DHA I Ul noth Tobiwuotect to 





As usual, the Salamandra makes great horse fillet. The only 
trick here while following the above strategies is keeping an 
eye out for incoming attacks that hit hard while you’re trying 
to get in your extended slices. Don’t be afraid to dodge away 
and fire your gun if you're about to take a hit. 








Sp A Seo 


COMBO > 






0 237370 02:50 0 
300 97650 03:10 600 
600 62720 03:30 1200 


900 27790 03:50 1800 


PRIMA OFFICIAL GAME GUIDE 


DAMAGE COMBO 


237370 03:00 0 237370 03:50 0 1304000 
97650 03:20 1200 97650 04:00 2400 526400 
62720 03:40 2400 62720 04:10 4800 332000 


27790 04:00 3600 27790 04:20 7200 137600 
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ENEMY SPOTLIGHT: Belief 


Beliefs are gigantic enemies who attack with their feet 
and their massive whip arms. They’re slower than you'd 
think, but faster than you’d hope. Once you receive 
the Alruna weapon, keeping these guys at bay will be 
child's play. Until then, dodge their easily telegraphed 
moves and go up close only when necessary. Up close 
Belief has the chance to attack with its legs and stomp 
moves, as well as spit immobilizing slime! 





1st Climax/2nd Climax/ 
3rd Climax/co Climax 


ENEMIES: Belief x] 


You're fighting Belief atop a train. Don’t worry, it never 
runs out of track. The Belief tries to use its massive whip 
arm to crush you into the train. Dodge whenever the arm 
gets close, and retaliate during Witch Time. Repeat until 
Jeanne comes by to provide backup. 


<4 


ro? 


Se 





Jeanne launches a missile strike on the Belief, knocking it 


nas When Belief approaches, the screen freezes away from the train, but it manages to hold on via its whip 
KS) for a split second. Use this moment to press arm! You can actually run across the arm and use a Quick 
_ rZ— the Evade button and start the fight witha Time Event to damage it further. 

Witch Time advantage! 
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Beat up on the Belief some more, and Jeanne now joins the fight for 
real. It’s two-on-one! With Jeanne on your side the fight becomes a 
little easier, but you still have to keep your wits about you. Try not 
to get too close unless you’re really sure of yourself—being in close 
allows the Belief to get in more attacks than it normally can, plus 
spit immobilizing slime. You can also utilize a Quick Time Event here 
as well for a sweet tag-team attack. 


Go for Pure Platinum! 


SUGGESTED WEAPONS: 
Salamandra (Arms), Alruna (Legs) 





sovencoesnorasensanidit 26 


You won't be able to use the Alruna to great effect during the train, 
but don’t be afraid to do so during the team-up with Jeanne. 


Don’t take any of the Quick Time Event opportunities here—they only 
eat up time and give you very little score for it. Instead, continue to 
slice with Salamandra even when the prompts show up. During the 
team-up with Jeanne, being in-close means having to dodge extra 
attacks, but Umbran Climax can help you keep some distance. 


Once the Belief is dealt with, Bayonetta summons the Infernal Demon 
Gomorrah to dispatch it once and for all. Press the buttons as quickly 
as possible for this climactic Quick Time Event. 

However, after this, Gomorrah breaks its contract and attacks 
Bayonetta herself! It’s time for one more battle! 





DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 
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PRO V3 
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Ist Climax/2nd Climax/3rd Climax/co Climax 


ENEMY: Gomorrah 

Flight mode: activated! Bayonetta sprouts wi ngs and takes on her 
former titanic ally as he climbs atop a skyscraper. Bayonetta can 
move in any direction on the x-axis while flying. Use this freedom to 
keep her out of harm’s way. 








Gomorrah’s main attacks are lunging bites, swipes from his arms, 
swipes from his tail, and fire breath. Dodge these, and don’t be 
intimidated by how close these attacks come to the screen. If you find 
yourself close enough, melee attack his head. Whenever you're far 
from him, keep shooting him with your Action button gun attack or 
other ranged weapon. Never stop dealing damage! 

Finally, if Gomorrah tries to inhale you, fly in the opposite direction 

as quickly as possible! If you can’t, you have to undergo a Quick Time 
Event to avoid getting crunched. 

Whittle down Gomorrah’s vitality and you'll undergo a climactic Quick 
Time Event. Rotate the Left Analog Stick to put him away for good. 


Go for Pure Platinum! 





sous 


SUGGESTED WEAPONS: Salamandra (Arms & Legs) 


co 


e 


Follow the above strategies, making Salamandra your melee weapon 
of choice. Don’t be afraid to use the Punish prompts here—they deal 
tons of damage to help out with your Time score. 





2 anconecrniennicnnsi 





POST-CHAPTER SPOILS None” 


co CLIMAX 








0 59640 02:10 0 59640 02:50 0 , 113750 
1200 25540 02:30 2400 25540 03:10 3000 47600 
2400 17010 02:50 3400 17010 03:30 4500 | 31060 : 
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10000 10000 10000 | 
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Now that you've had your fill of cold Head left and follow the path to the end 
openings, it’s time to learn the ins and outs of the docks for the A New Beginning 
of exploring. Noatun is a large city full of Journal's Echo. Turn back around, and 
nooks, crannies, upgrades, and collectibles. head to the other side of the docks to find 
While you’re scavenging, don’t forget that an Umbran Crow (1/20) and a chest 
there are angels to vanquish. containing a Yellow Moon Lollipop. You 
When you first start, you're facing a grand can also go underwater for a chest filled 
staircase. Turn right around—you’ve got with Halos. 

some collecting to do. L 


1. (BOSS) VERSE 13 


2. (STANDARD!) VERSE 12: Yields 
Broken Witch Heart (8/40) 


3. HALOS 

4. (STANDARD) VERSE 10 

3. ENTRANCE TO THE GATES OF HELL 
6. YELLOW MOON LOLLIPOP 

7. WITCH CONCOCTION INGREDIENTS 
8 


. TWOITEMS: Witch’s Recipes 
& Journal’s Entry 


9. BROKEN WITCH HEART (7/40) 
10. JOURNAL'S ECHO 

11. (STANDARD) VERSE 9 

12. BROKEN MOON PEARL (3/16) 


13. (MUSPELHEIM) VERSE 8: Yields 
Broken Witch Heart (6/40) 


14. UMBRAN CROW (3/20) 

15. (STANDARD) VERSE 11 

16. MEGA GREEN HERB LOLLIPOP 
17. HALOS 

18. (STANDARD) VERSE 7 

19. JOURNALS ECHO 

20. PURPLE MAGIC LOLLIPOP 

21. (MUSPELHEIM) VERSE 5: Yields 





32. JOURNAL'S ECHO 
33. JOURNAL'S ECHO 
34. BROKEN WITCH HEART (2/40) 
35. (MUSPELHEIM) VERSE 1: Yields 


Broken Witch Heart (5/40) Broken Witch Heart (1/40) 
22. (LP WHOLE) VERSE 6 36. UMBRAN CROW (2/20) 
23. ENTRANCE TO THE GATES 37. JOURNALS ECHO 

OF HELL 38. BLOODY ROSE LOLLIPOP 


39. JOURNAL'S ECHO 

40. BROKEN MOON PEARL (1/16) 
41. GREEN HERB LOLLIPOP 

42. PURPLE MAGIC LOLLIPOP 
43. HALOS 

44. UMBRAN CROW (1/20) 

45. YELLOW MOON LOLLIPOP 


46. BROKEN WITCH HEART (9/10) 
(Underneath) 


47. JOURNALS ECHO 


24. MIDAS’S TESTAMENT 
25. BROKEN WITCH HEART (4/40) 
26. (STANDARD) VERSE 4 


27. (MUSPELHEIM) VERSE 3: Yields Broken 
Moon Pearl (2/16) 


28. GREEN HERB LOLLIPOP 


29. BROKEN WITCH HEART (10/40) 
(underneath) 


30. (STANDARD) VERSE 2 
31. BROKEN WITCH HEART (3/40) 





PRIMA OFFICIALGAME GUIDE 64 ; PRIMAGAMES.COM/BAYONETTA2 


INTRO | GAME PRIMER | COMBAT PRIMER | ADVANCED COMBAT THROUGH | ENEMIES | SECRETS/EXTRAS | BEHIND THE SCENES 





UMBRAN RESTING PLACE (20 SEC) 











Follow the pieces across the town square. The final one is 
at the leftmost dock, near the base of the large statue. 





Go back to the stairs then up them, bearing right. You can 
see a small lower-level dock where you can score a Purple 





Magic Lollipop. Keep going onto the right side of the Finally, all the way at the end of the upper corridor is a 
main square. Beyond the staircase leading to the upper Bloody Rose Lollipop. Now that we've snagged 
level is a chest containing a Green Herb Lollipop. everything on the right, it’s time to tackle the left. 





Go to the other side of the square, all the way to the end. There's 
a Muspelheim here, as well as the Unknown Entrance Journal's 
Echo. However, if you look up, you'll also see an Umbran Crow 
(2/20) on quite the high perch! Use a long double jump, then 
Crow Within, from the closest awning to reach it. Once you've 
got it, go ahead and enter the Muspelheim. 





After you grab a Broken Witch Heart ora 
we | Broken Moon Pearl from a chest, exiting and 
2... & Gas re-entering the same chapter and opening that 
> same chest again will cause it to yield a Mega 
Now head to the upper level and look to your left. You Tay Green Herb Lollipop or a Mega Purple Magic 
can snag the Divine Retribution Journal’s Echo, and Lollipop, respectively. You can stock up on 


encounter your first Umbran Resting Place, containing a restoratives quickly this way if you need to! 
Broken Moon Pearl (1/16). 





Fix 
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1st Climax/2nd Climax/3rd Climax 


MUSPELHEIM OBJECTIVE: 

Defeat all enemies within the time given. 

ENEMIES: Accolade (Spear) x] 

A single Accolade blocks your path. Dodge his wide swings and 
counter him during Witch Time for an easy victory. 


co Climax 

MUSPELHEIM OBJECTIVE: 

Defeat all enemies within the time given. 

ENEMIES: Allegiance x] 

Fighting an Allegiance isn’t too far removed from fighting an 


Accolade. The front or the sides are the best places to mount an 
offensive. Watch out for his fast and long-reaching weapon swings! 


Go for Pure Platinum! 





Seiaaciaateas nO RIAN 


SUGGESTED WEAPONS: 
Salamandra or Kafka (Arms), Chain Chomp (Legs) 











Salamandra is enough for the Accolade, but with the Allegiance, 
you have to work fast to constantly stay on him. However, an 
explosive PPPPK combo with Kafka and Chain Chomp will cut 
him down to size in time. Use Dodge Offset when needed. 


BEATING THIS VERSE NABS YOU a Broken Witch Heart (1/40) 


With your very first Verse in the bag, go inside the water just 
ahead, and open the left-side chest for a Broken Witch Heart 
(2/40). Go down and enter the center hallway. 


In the center of this long hallway is the Fragments of Memory 
Journal's Echo. 
The exit you took caves in. Turn to your left and follow the path 


for the Sealed Time Journal's Echo. Turn around, and step on the 
large round platform ahead to start the next Verse. 


DAMAGE COMBO TIME DAMAGE COMBO __ TIME DAMAGE COMBO 
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1st Climax/2nd Climax/3rd Climax 


ENEMIES: Compassion x10 


Fighting Compassions underwater can be a daunting task, and if 

this is your first playthrough it’s easy to feel at a disadvantage due to 
Bayonetta’s impaired movement underwater. Stay calm and take heart. 
At times like this, remember that guns are your best friend. Use the 
Action button, or hold the Attack buttons with Love Is Blue equipped. 


co Climax 


ENEMIES: Fidelity x2 


Fidelities are still fast-moving enemies, but their pincer attacks are 
even faster! Watch their movements and their appendages, and 
dodge when either get close! 


Go for Pure Platinum! 


ooeaaLee! 





sreetaoet 


GGESTED WEAPONS: Salamandra (Arms) 
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SU 








It’s easy to slice Compassions or Fidelities into pieces for big points, 
as long as you manage to match their movements and not get hit in 
the process. Use Stiletto, Snake Within, and your Action button gun 
to close the mobility gap. 





Once that’s over, go right instead of straight to reach a chest 
containing a Broken Witch Heart (3/40), then continue along 

the main path. Along the way you'll encounter a chest containing a 
Green Herb Lollipop. 

But wait! Instead of taking the stairs out, go left and jump behind the 
rim of the staircase you find for a Muspelheim. 


DAMAGE COMBO TIME DAMAGE ~ COMBO TIME DAMAGE COMBO 
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0 1:49.48 





Ist Climax/2nd Climax/3rd Climax 
MUSPELHEIM OBJECTIVE: 

You only deal damage during Witch Time. 
ENEMIES: Acceptance (Spear) x2, Compassion x2 


Even together, Acceptances and Compassions aren’t hard to 
defeat. Dodge the swings of the former, then chase down the 
latter during Witch Time. 


co Climax 


ENEMIES: Accolade (Twin Blades) x1, Enrapture xl 


This one’s a doozy. Use the blade swings of the Accolade to enter 
Witch Time, and destroy the Enrapture first so the Accolade isn’t 
angry anymore. Then dodge some more swings and defeat him as well. 


Go for Pure Platinum! 


ook bot yonenoeataecaeeseteaezeonee dont vane eanzoNveRCtoaeY ant sea daRoNToRsaReoAnHoNRSeHteAnaRbenehEeHiaUtobenuGhtemNRORRORNEREEOSEEIaCERSIEHNCRICEURNERIIERTOCEOIe SteREONRDDNDIEITINLDICOIIR IDO ONE IODIGON IORI IN ION TMI ION 


e SUGGESTED WEAPON: Salamandra (Arms) 


swecotontaae 





The above strategies using Salamandra will bring swift and 
efficient Platinum victory. 


BEATING THIS VERSE NABS YOU a Broken Moon Pearl (2/16) 


Now you can head out the stairs and back onto dry land. Whew! 


When you come out of the waterway, you see your first portal to The 
Gates of Hell, where you can buy upgrades at Rodin’s shop. You also see 
a path just past it. Instead of taking that path, turn around and head for 


__ the dead end in the opposite direction. This is where Verse 4 lies. 
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VERSE 4 



























a) 


Broken Witch Heart (4/40). 


1st Climax/2nd Climax/3rd Climax 


ENEMIES: Acceptance (Spear) x2, 
Acceptance (Harp) x! 


Spears and arrows are no match for Witch Time. Dodge 
any attacks that come your way, and counter. 


co Climax 


ENEMIES: Fidelity xl, Acceptance (Harp) x2 


The difficulty of avoiding the Fidelity’s attacks is offset 
by the ease with which the Acceptances’ arrows can be 
dodged. Go into Witch Time and destroy all comers. 


Go for Pure Platinum! 


co s0bNS 





ore 


SUGGESTED WEAPONS: Salamandra (Arms) 


paanetgcee 





Follow the above strategies, simply using the Salamandra as 
your primary weapon. 





shifting ground. You'll see a large set of double doors. Go 
through them to find yourself in The Cascade Foregrounds. 


Go to the right for a chest containing a Midas’s 
Testament (and another entrance to The Gates of Hell), 
and left for an Umbran Resting Place containing a 
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While you’re grabbing those Umbran Resting Place 
pieces, look to the far right corner from where the last 
piece is to open a chest filled with Halos. 


= 
~ 


The first piece is above the waterway 
separating the entrance and central 
courtyard. From there head under the 
waterway, through its right-side passage. 
When you reach the end of the waterway, 
come up and you'll see the last piece at the 
very edge, above the large door. 





_ Once you've got your Heart, go all the way to the edge 
| of the waterway on its left side, then jump in. You'll find 
a chest containing a Purple Magic Lollipop. Then 
turn around and follow the waterway’s path until you 

reach another Muspelheim. 












See pe ete ee 
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1st Climax/2nd Climax/3rd Climax 


MUSPELHEIM OBJECTIVE: Defeating enemies will 
partially restore the timer. 


ENEMIES: Acceptance (Spear) x2, 
Acceptance (Harp) x1, [LOOPING] Compassion x2 


Use the repeatedly spawning Compassions to fuel your timer while 
you engage the Acceptances as quickly as possible. Then destroy 
the Compassions once the Acceptances have been dealt with. 


co Climax 


MUSPELHEIM OBJECTIVE: 
Defeating enemies will partially restore the timer. 


ENEMIES: Belief x1, Accolade (Shield) xl, 
[LOOPING] Compassion x4 


The same general strategy works in this difficulty as in the previous 
ones, just with bigger enemies to worry about. However, you can 
make life much easier on yourself. See just below. 


Go for Pure Platinum! 


SUGGESTED WEAPONS: 
Salamandra (Arms), Alruna (Legs) 





snseneainnsnnnoci 


Salamandra by itself is enough for the first three difficulties, but 
on co Climax you're going to want to dodge into Witch Time, 
and hold K with the Alruna equipped to your legs. You can slam 
down the heavy hitters this way, leaving them open! This works 
far better on the Belief than the Accolade, however. 


BEATING THIS VERSE NABS YOU a Broken Witch Heart (5/40) 


Surface, then head to the center plaza to trigger the next Verse. 
Fight well, for this upcoming battle yields great rewards! 


DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 


4050 00:35 0 4050 01:40 0 43130 
2270 00:40 200 2270 01:45 200 18750 
1820 00:45 400 1820 01:50 400 ~~ 12660 


1380 00:50 600 1380 01:55 600 6560 
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VERSE 6 





ENEMY SPOTLIGHT: Accolade 


You'll see almost as much of Accolade as you will of Acceptance, because he takes four 
forms: twin blade wielders, shield bearers, spear-wielders, and hammer wielders. Each 
one has their own strengths and weaknesses. 

The twin blade users slice at you mercilessly, making dodging difficult. Either dodge nimbly 
or engage at range. The hammer users can put you down for the count with a single blow 
from their sledges. Fortunately, their attacks are slow and easy to dodge. Spear wielders can 
be handled similarly to Acceptances. Wait for them to wind up, then dodge. Shield bearers 
are the most difficult of the lot. They’re immune to your attacks while their shields are up. 
You'll have to stay close to them and bait them into raising their shield to attack. Failing that 
you can overpower them with your own attacks during Witch Time or Umbran Climax. 


1st Climax/2nd Climax/3rd Climax 


ENEMIES: Acceptance (Spear) x2 , Acceptance (Harp) xl, 
Accolade (Spear) x2 , Compassion xl] 


It’s an angel jamboree! As long as you keep track of Bayonetta onscreen and 
don’t get crowded, however, you'll do fine. Concentrate on the horsies first 
unless Compassions try to get in your way—then, let them have it, too! 


co Climax 


ENEMIES: Acceptance (Spear) x2, Acceptance (Harp) xl, 
Accolade (Spear) xl, Gravitas x] 

The second you dispatch the Acceptances and Accolade, Gravitas stomps 
in, bent on spoiling your fun. You know how to fight these by now: Avoid 
their slow attacks and stomps, while hitting your hardest during Witch 
Time and Umbran Climax. Don’t get frozen! 


Go for Pure Platinum! 


seasiaheahaanancahaia 


e SUGGESTED WEAPONS: Salamandra (Arms), Alruna (Legs) 


puRRREREDK IIE IE: 





Against the Gravitas on co Climax, hold K during Witch Time/Umbran 


Climax to temporarily disable him, but otherwise, the above strategies 
BEATING THIS VERSE NABS YOU the Angelic plus Salamandra will win the day. 


Hymns Gold LP Entrance of the Gladiators, which gives 
you access to the twin katana blades Rakshasa the next 
time you visit The Gates of Hell. Where’s a blue bandana 

when you need to complete an ensemble? 





Grab your LP Up ahead is a Witch Walk Portal, with the Relics Journal’s 
Echo right in front of it. Walk up the entrance to the portal and jump 
through. Walk a little ahead to take part in a battle of titanic proportions. 


1ST CLIMAX 2ND CLIMAX 3RD CLIMAX co CLIMAX 


TIME DAN MAGE COMBO DAMAGE COMBO 


os | oO | 34040 | oS | Oo | 34040 | 0120) 0 | 34040 : 01:30 =O & 60710 


01:35 400 15000 01:35 800 15000 01:40 1600 15000 01:50 2000 ~~ 25990 











01:55 650 ~~ 10240 I ¢ 01:55 1300 : 10240 | oe 00 2600 ~—«'10240 e 02:10 nS 4000 | 17310 


= 02:15 900 5470 02:15 1800 5470 él 02:20 3600 5470 02:30 6000 8640 
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ENEMY SPOTLIGHT: Valiance 


Valiance is one of the largest enemies in the game, towering over Bayonetta with an 
equally towering weapon. Make sure to dodge his slow swings, because the last thing 
you want to feel is the sting of his Valiantium Blade. (Not that you'll feel it for long. 
Because you'll be dead. From the blade.) 


Engage mainly from mid-range if you can, because he can also grab you up close, forcing 
you into a Quick Time Event that will take off a chunk of vitality no matter what. 


Ist Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 


SUGGESTED PURE PLATINUM WEAPONS: 
Salamandra (Arms), Alruna (Legs) 





ENEMY: Valiance 


Valiance swings a mean, mean sword, but he can actually be bested 
with little trouble, even if all you have to fight him with is Love Is 
Blue. The key is to remain airborne so you can keep an eye on his 
attacks. If you can do that, they’re slow and quite telegraphed, 
allowing you to dodge and counter. 


Do enough damage to Valiance and his sword will fly off. His face—his 

weak point—is actually on that sword, so get over there and smash it in! 
Once you've defeated Valiance, press the prompted buttons during 
the climactic Quick Time Event to make sure he doesn’t come back. 


As soon as Bayonetta lands from the fight, you’ve got collectibles 
galore! Directly in front of you is an Umbran Crow (3/20). Follow 
the left path for a chest containing a Mega Green Herb Lollipop; 
to the right is a Muspelheim. 
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TIME DAMAGE COMBO TIME DAMAGE COMBO _ TIME 


01:00 0 10500 01:00 0 10500 01:00 0 10500 01:30 0 38400 
01:20 400 5100 01:20 800 5100 01:20 1600 5100 01:50 2000 16800 
01:40 600 3750 01:40 1200 3750 01:40 2400 3750 02:10 4000 11400 


02:00 800 2400 02:00 1600 2400 02:00 3200 2400 02:30 6000 6000 
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TIME 
00:35 
00:45 
00:55 


01:05 


Ot: 53-0 


DAMAGE 


200 


400 


600 


COMBO 


1730 


1120 


970 


820 
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TIME 


00:35 


00:45 


00:55 


01:05 


200 


400 


600 





1st Climax/2nd Climax/3rd Climax 


MUSPELHEIM OBJECTIVES: Defeat all enemies 
without taking a sinule hit. 


ENEMIES: Compassion x7 


Chase down the Compassions with your chosen melee 
weapon, or shoot them with guns. Either way, a straight- 
forward Verse. Constantly check Bayonetta’s surroundings 
so she doesn’t take any glancing hits. Do your best to 
attack multiple enemies at once as well. 


co Climax 


MUSPELHEIM OBJECTIVES: Defeat all enemies 
without taking a single hit. 


ENEMIES: Enrapture x2, Accolade (Twin Blades) x] 


For the love of all that is stylish, get rid of the Enraptureds 
first! An enraged twin blades Accolade is insanely tough to 
dodge. Once you've gotten the Accolade down to regular 
speeds, plan your moves and dodges very carefully, looking 
for that perfect Witch Time moment. 


Go for Pure Platinum! 


nec 


SUGGESTED WEAPONS: Salamandra (Arms 


meer emneeoeeDI LHI: 
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The above strategies will work just fine to get Pure Platinum; even 
better, actually, because the Salamandra is very good at cutting up 
Enraptureds. 


BEATING THIS VERSE NABS YOU a Broken Witch Heart (6/40) 


Past the Muspelheim, on a narrow ledge, is a chest containing a 
Broken Moon Pearl (3/16). 


Go ahead and jump down. Talk to Loki to advance the story, and to 
trigger a Verse when Bayonetta’s conversation with him is complete. 


‘DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 


17301-00351 3. 0 1730 00:45 0 1330 
1120 | 00:45 | 200 1120 00:55 200 920 
970 00:55 400 970 01:05 400 | 820 
820 01:05 | 600 820 01:15 600 720 
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ENEMY SPOTLIGHT: Cachet & Compassion 
When large numbers of Cachet & Compassion are together, 
the result can be confusing. Cachets are medium-sized 
enemies that can launch into devastating drill attacks from 
afar. However three of the smaller Compassions can combine, 
and launch a similar attack. The best course of action? 
Destroy them all as quickly as possible, of course! 
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1st Climax/2nd Climax/3rd Climax 


ENEMIES: Cachet xl, Compassion x6 

Dodge out of the way the second the fight starts; a Cachet will 
lunge straight toward you! Stay as mobile as you can during this 
fight, as Cachet & Compassion certainly will. You'll find Witch 
Time opportunities in the midst of any of their lunging attacks, 
allowing you to return fire with impunity. 


co Climax 


ENEMIES: Cachet x2, Compassion x6, Fidelity x2 
An extra Cachet and two Fidelities join the already confusing 


battle. Take to the air temporarily to take stock of the situation, 
and make judicious use of your Action button gun and the 





camera so you don’t lose any of the enemies. 


Go for Pure Platinum! 
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SUGGESTED WEAPONS: Salamandra (Arms) 


crevorce PCH eB aONNe NOONE NEE IOREIOR TONY POR SCRC CRUSOE MIDE IONAMIN HITIONSANIH 








The Salamandra and the above strategies are enough to 
overcome both types of fights and run away with the Pure 
Platinum. Use Stiletto to keep up! 


Open the door to go further into The Church. The first alcove 
to the right has the Purification Grounds Journal’s Echo. 
The second alcove on the left has an Umbran Resting 
Place, which contains a Broken Witch Heart (7/40). 





DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 





0 | 1290 | 00:25 | 0 1290 00:40 0 | 1290 00:52 0 7660 
00:35 | 300 890 7 00:35 | 600 390 00:50 1200 | 890 | 01:02 3000 3890 
00:45 450 ~~ 800 00:45 | 900 800 01:00 1800 800 01:12 4500 2950 
00:55 600 700 | 00:55 1800 700 01:10 | 2400 700 01:22 6000 2010 
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The trail of pieces curves to the right, then upward, 

then down toward the empty alcove directly to the 

right of where you started. Tilt the camera to keep 
sight of them so you can grab them all. 
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Grab your Heart, turn around, and turn left out of the 
alcove. Now go straight ahead to find Witch’s Recipes, 
which allows you to concoct your own items! The Entry 
No. 001 Journal’s Echo comes free with this deal. 


A small fountain to the left just a short way ahead is full of 
Witch Concoction Ingredients to try your recipes with. 


Outside, head straight ahead into the side alley for a 


chest containing a Yellow Moon Lollipop. Then go to 
the center for another Verse. 
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VERSE 10 





ENEMY SPOTLIGHT: Urbane 


Urbane isn’t as large as Valiance, but he’s no less in 
charge. His fiery golden body has ball-hammers for arms, 
which can slam into you and even extend as he jumps all 
over the battlefield like a rabbit. Your main goals should 
be to disable him, then match power with power. How 
to accomplish these objectives depends on the various 
situations in which he shows up. 





1st Climax/2nd Climax/3rd Climax 


ENEMIES: Acceptance (Harp) x2, Accolade (Twin 
Blades) x1, Cachet x2, Compassion x9, Urbane x] 


Try to save the magic power you build up as you fight the 
first wave of enemies. Once you take out the small fry, 
Urbane comes into play. Play coy with him and dodge 
everything he’s got until you can get into an advan- 
tageous position with Witch Time or Umbran Climax. 


co Climax 


ENEMIES: Accolade (Hammer), 
Accolade (Shield), Urbane x2 


co Climax contains nothing but heavy hitters. If you’re 
hurting for time, go ahead and use Umbran Climax on the 
shielded Accolades. Otherwise, bait them into attacking, 


a) SH Ve MSs then Witch Time like crazy. 


You’re rewarded with two Urbanes to fight in the second 
wave. The strategies are the same, except you have to be 
on the lookout for four hammer-arms instead of two. 
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Go for Pure Platinum! 


S20 


SUGGESTED WEAPONS: 
Salamandra (Arms), Alruna (Legs) 





ot mona aoMMeH bts poirnetcot gna TaCEIEEGORNIONIREN TOO IOOE INNING 


This one’s a bit tricky, especially on co Climax. You want to 
slice through the Acceptances and Accolades as quickly as 
possible (which means baiting the shield Accolades on oo 
Climax as quickly as possible) so you can get to the Urbanes. 
Make sure to slam down the Urbane(s) by holding K during 
Witch Time or Umbran Climax as soon as possible—the Time 
requirements are pretty strict in this Verse and you don’t want 
LOOK OUT FOR LOKI! to waste time looking for openings to slice. Taunt in between 
the enemy waves to keep your combo and be as efficient as 
possible in battle, and Pure Platinum will be yours. 





When Loki accompanies Bayonetta, he usually takes 
part in Verses. Loki is pretty nimble and candoa 
decent job of defending himself by throwing cards 
that do mild damage, but he’s not invincible! Keep an 
eye on his vitality meter at the screen’s upper left to 
know if you need to bail him out of a tight spot. 


Past the doors, straight ahead and to the left, you see an 
entrance to The Gates of Hell. But before you go any further, 
turn around and head all the way back to the entrance of The 


Church for a hidden fight! 


PAIR OE EDT TET EE 








TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 


02:20 0 30030 02:20 0 30030 | 02:30 0 — 30030 02:30 0 168000 
02:40 | 500 13330 02:40 - 1000 ai 13330 02:50 [ 2000 | “13330 | 02:50 3000 69600 
03:00 1000 9160 | 03:00 | 2000 |; 960 | 03:10 4000 9160 03:10 5000 45000 
: 03:20 | 1500 4980 a 03:20 e 3000 3 4980 E 03:30 6000 | 4980 03:30 : 7000 20400 
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1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 
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SUGGESTED PURE PLATINUM WEAPONS: 
Salamandra (Arms) 
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ENEMIES: Accolade (Spear) x2; 
co Climax: Accolade (Twin Blades) x2 


After the craziness that was Verse 10, it’s nice to have a reprieve! 
Whichever group of Accolades you face, the strategy is simple: 
Dodge their weapon swings, then hit back. In co Climax you 
have to dodge faster, but that’s it. 


Proceed with the rest of the stage! \When you come across the 
next waterway, jump into its left side for the penultimate Verse. 





DAMAGE TIME DAMAGE COMBO TIME DAMAGE COMBO — 





COMBO TIME 


00:40 0 2930 00:40 0 2930 00:40 0 2930 00:45 0 2930 
00:50 200 1710 00:50 400 1710 00:50 800 1710 00:55 3000 1710 
01:00 400 1410 01:00 800 1410 ~ — 01:00 1600 1410 01:05 4500 1410 


01:10 600 1100 01:10 1200 1100 01:10 2400 1100 01:15 6000 1100 
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BEATING THIS VERSE NABS YOU a Broken Witch Heart (8/40) 








1st Climax/2nd Climax/3rd Climax 


ENEMIES: Accolade (Twin Blades) 


A one-on-one fight against a single twin-bladed Accolade isn’t 
too tough. All it takes is one well-placed dodge to end the fight. 


co Climax 


ENEMIES: Accolade (Spear), Compassion x4 


A Spear Accolade with Compassion backup, underwater? That’s 
a little tougher. Use your Lock-On button and the Stiletto to 
counteract Bayonetta’s impaired underwater mobility and to 
keep track of your enemies. Snake Within is of limited use in 
such shallow waters, but you can give that a try as well. 


Go for Pure Platinum! 





SUGGESTED WEAPONS: Salamandra (Arms) 


sate 
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The above strategies work fine with Salamandra—just be sure not 
to take too long moving underwater or tracking down enemies! 


Go to the other side of the waterway for a chest containing some 
Halos. Surface, then continue along the path. It’s boss time! 








Oo) 5660) [0020 “S00 | 680 00:20 0 680 | 00:35 0 1850 
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: VERSE 13 \ 
BOSS: Glamor 


This isn’t the first time you've faced Glamor, and it 
won't be the last. However, this is his first genuine 
offensive, and it’s not to be trifled with! 





1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 
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SUGGESTED PURE PLATINUM WEAPONS: 
Salamandra (Arms) 


cb 








ENEMY: Glamor (2 Phases) 
PHASE 1 


Phase 1 actually goes fairly quickly. Glamor snaps at you 
with his huge jaws. Dodge these jaws and retaliate with 
melee attacks during Witch Time. \W/hen Glamor pulls 
back, fire your guns until he tries to get in close again. 
Every once in a while he takes a swipe with his claws. Treat 
these the same as his bites. 


Do this a few times and he'll break the building, then grab 
the piece of it that you’re standing on! Phase 2 starts now! 
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PHASE 2 


Glamor continues to bite at you, but he also swipes at you with 
his claws at an increased rate. It’s actually easier to dodge these 
now that you have more room to maneuver. Otherwise, the 
strategy remains the same as in Phase 1. 


Once you beat Glamor, it’s time to really beat him! Press the 
buttons during the climactic Quick Time Event, and send 
Glamor to the ground floor the fast way! 


Once you get the power of Snake Within in Chapter V, you can 
reach two more Broken Witch Hearts in this Chapter! 


At the edge of the opening port where you picked up the A New 
Beginning Journal’s Echo, drop down, turn around and slip 
through the small vertical opening. Follow the pathway, then swim 
up to find the Broken Witch Heart (9/40). 


After traversing the sunken hallway, head to the left of the platform 
where Verse 2 takes place. Head down and to the left using Snake 
Within, slipping into the small alcove further left. Swim up to find 
the chest with the Broken Witch Heart (10/40). 
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Leaders of the Umbra Journal’s Echo 


23000 02:00 «= 0 ~—S—(«23000~—«o2sl0 0 23000 
“0400 0220 »«1200.-~S—«10400-=«02:30-«3000~S—«10400 
7250 02:40 2400 7250 02:50 | s000 | 7250 


4100 03:00 3600 4100 03:10 7000 4100 
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Bayonetta’s journey takes her deeper into 
Noatun in this chapter...then above it. 

Go forward until you reach the first arch, 
and cross to the left side. You'll see a chest 
that yields a Mega Bloody Rose Lollipop 
when opened. Cross back to the right and 
you can enter a Muspelheim. 





1. (MUSPELHEIM) VERSE 9: 
Yields Broken Witch Heart (12/40) 


2. (STANDARD) VERSE 8 
3. VERSE 7 


4. The map segment below undergoes a 
transformation after beating Verse 5. The 
below version is post-transformation. 


5. PORTAL TO THE GATES OF HELL 

6. WITCH CONCOCTION INGREDIENTS 
7. (STANDARD) VERSE 6 
8 
9 





- MEGA GREEN HERB LOLLIPOP 
. MEGA PURPLE MAGIC LOLLIPOP 
10. LP (WHOLE) 


11. The map segment below undergoes a 
transformation after beating Verse 5. 
The below version is pre-transformation. 





12. VERSE 5 
13. JOURNAL'S ECHO 

14. UMBRAN CROW (4/20) 

15. (STANDARD) VERSE 4 

16. JOURNALS ECHO 

17. BROKEN WITCH HEART (11/40) 
18. (STANDARD) VERSE 2 

19. (STANDARD) VERSE 3 


20. (MUSPELHEIM) VERSE 1: 
Yields Broken Moon Pearl (4/16) 


21. MEGA BLOODY ROSE LOLLIPOP 








NINJA CAT RETURNS 


Players of other Platinum games are familiar 
with a growing staple: the ninja cat. No matter 
how many times you swing your weapon at the 
ninja cat, it will always, always, leap out of the 
way, completely unscathed. 








Engaging the ninja cat affects absolutely nothing 
in the grand scope of Bayonetta 2; it’s just funny. 
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E DAMAGE COMBO 









00:40 '@) 2930 00:40 
00:50 200 1710 00:50 200 
01:00 400 1410 01:00 400 


01:10 600 1100 01:10 600 


1st Climax/2nd Climax/3rd Climax 
(Go for Pure Platinum!) 


MUSPELHEIM OBJECTIVE: You only deal damage 
with enemy weapons. 


S64 SRA EEO . e0eH0 ‘ a ” " 7" ennnnenonnennnennn 


SUGGESTED PURE PLATINUM WEAPONS: N/A 


088 





ENEMIES: 
Acceptance (Spear) x2, Acceptance (Harp) x2, 
Accolade (Spear) x1; co Climax: Belief x1 


When it comes to achieving Pure Platinum in Muspelheims where 
one has to use enemy weapons to win, there are precious few tricks. 
You’re either fast enough or you’re not. Rocket to a weapon, use 

it against as many enemies as possible until its energy is depleted, 
then repeat the process until all foes are defeated. Simply beating 
this Muspelheim is tricky, but getting Pure Platinum can be tough. 
However, is it absolutely not impossible. Practice makes perfect. 


BEATING THIS VERSE NABS YOU a Broken Moon Pearl (4/16) 


Dive into the water and follow the canal until you reach an under- 
ground entrance. Follow this entrance down the stairs and to the 
right, and booyah! A Broken Witch Heart (11/40) is yours! 


Head back out and go to the courtyard. It’s time to do 
some more fighting. 














COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 


2930 00:40 0 2930 00:35 0 1680 
1710 00:50 200 1710 00:45 200 1090 
1410 01:00 400 1410 00:55 400 950 


N00 01:10 600 100 01:05 600 800 


PRIMA OFFICIAL GAME GUIDE 84 : PRIMAGAMES.COM/BAYONETTA2 





: TIME 
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ENEMY SPOTLIGHT: Enrapture 


Enraptures are fairly easy to 
defeat, and you usually want to 
defeat them quickly. Why’s that? 
These little guys are Paradiso’s 
support mages, able to enrage 
other enemies and drain your 
magic power! Make them a 
priority on the battlefield. 


Ist Climax/2nd Climax/3rd Climax 


ENEMIES: Acceptance (Spear) x1, Acceptance (Harp) x2, 
Enrapture x3 

As stated above, whenever an Enrapture appears, hit it until it dies. 
Otherwise it will simply make the Acceptances stronger and faster. 


















co Climax 


ENEMIES: Enrapture xl, Gravitas x] 


In this scenario, you have a lone Enrapture trying to make a Gravitas very 
angry. Gravitas is already hard enough, so follow the above strategy. 


Go for Pure Platinum! 


| SUGGESTED WEAPONS: 
Salamandra (Arms), Alruna (Legs) 
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During co Climax, use the usual “hold K during Witch Time/Umbran 
Climax” procedure to bring Gravitas down. Otherwise, for either 
scenario, slice and dice with Salamandra as usual. 


Once you’ve beaten the Verse, Loki appears and walks up a small set 
of steps. Before following him, look to the left of those steps to find 
Rules of Nature, the Journal's Echo that goes with everything. 


After a cutscene, press the Evade button to avoid the water. 


Run partly across the water, but turn back before reaching the other side 
and go back to where you started. Behold: Verse 3 has been triggered! 
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1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 








eonansnensnennvennsentensenctenct 


SUGGESTED PURE PLATINUM WEAPONS: 
Salamandra (Arms) 


soot reonecneee seoenenenanetoety 





— tow 


ENEMIES: Enrapture x3, Accolade (Twin Blades) x]; 


co Climax: Enrapture x3, Compassion x6 


AHR UO M MINIS 





It's Enrapture-mania! The lower difficulties empower a twin-bladed 
Accolade, which is bad enough, but letting Enraptures empower the 
Compassions in c¢ Climax is akin to letting loose a horde of angry 
bees, to say nothing of multiple Enraptureds trying to drain you of 
your magic. Destroy all the Enraptureds as quickly as you can, then 
go for the other enemies. 
With that out of the way, it’s time for Bayonetta to defy the laws of 
physics...more so than usual, at any rate. Talk to Loki again, dodge 
the water, and run across it during the handily provided Witch Time. 





After the cutscene, break open the doors ahead to find an Umbran 
Crow (4/20) staring you in the face. Go ahead and grab it, as well as 
the Journal's Echo Path of the Chosen, then turn around and head 
right back out the doors you came in from to trigger Verse 4. 
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TIME. 


00:35 
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00:55 


01:05 


DAMAGE — 
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1st Climax/2nd Climax/3rd Climax 


ENEMIES: Acceptance (Harp) x2, 

Acceptance (Spear) x2, Accolade (Spear) x1 

The number one rule of this Verse is to not get crowded! All sorts 

of attacks fly at you fast and furiously. Engage from mid-range until 
you're in a position to dodge a slow spear swipe or a flurry of arrows, 
go all-out when you’re in Witch Time, pull back, then repeat. 


co Climax 


ENEMIES: Accolade (Twin Blades) xl, 
Accolade (Spear) x1, Accolade (Hammer) xl, 
Acceptance (Harp) xl, Allegiance x! 


With the more powerful versions of these enemies, the intensity 

of this Verse just skyrocketed, but the overall strategy is the same. 
However, keep an eye out for the Allegiance, who can close the 
distance between you and the horse force quite easily with his sword. 





Go for Pure Platinum! 


ROR 





ebanonnoetnteonennennroce 


SUGGESTED WEAPONS: 
Salamandra (Arms), Alruna (Legs) 


ooncobercouMnobouid vot: 





Fighting up close with Salamandra will get you 

the points and time you need, but carefully pick 
when you close in so you don’t take damage. If 
you make it into Witch Time or Umbran Climax, 
press KK while holding onthe second pressto 
whip two horses down to the ground at once and 
make things a little easier. 


Go back inside The Room of Prayer, and up the 
steps, to trigger Verse 5. 








DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO — 


00:35 0 6130 00:35 0 6130 00:50 0 6130 01:35 0 _ 30030 
00:55 200 3200 00:55 400 3200 01:10 800 3200 01:45 3000 13330 
01:15 400 2470 01:15 800 2470 01:30 1600 2470 ~—sO01:55 4500 =~ 9160 


01:35 800 1740 01:35 1600 1740 01:50 3200 1740 02:05 6000 4980 
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1st Climax/2nd Climax/3rd Climax 
ENEMIES: Accolade (Hammer) x2 


Two hammer Accolades can be a challenge, but if you stay just outside 
of their attack range and dodge their slow swings, you'll win out. 








co Climax 


ENEMY: Allegiance x] 


Asingle Allegiance is just as hard as two Hammer Accolades. 
Approach from the front or the sides, and watch out for his 
fast-swinging extendable sword. 


Go for Pure Platinum! 


SUGGESTED WEAPONS: 
Salamandra (Arms & Legs) 


EMER ORL NRL OMA AORTA EODEN TELE SSB SANDE LS DSEREESEDSEEI SAE SEDIEOESIIE DIELS AN TAEDA MICE! SIDIOE ILIA SATO TONED STE SPES SOE YEREEBBLIB ISR SIMEI EIDE IAIN INE 





The above strategies with Salamandra will be enough to gain 
Pure Platinum. Just work fast and don’t get hit. 


Beat this Verse and the room undergoes a transformation! 


In this newly restored room, grab the nearby chest full of Witch 
Concoction Ingredients, then head back to the now gated-off 
entrance. The Angelic Hymns Gold LP William Tell Overture 
will have appeared, granting you access to the Kafka weapon 
the next time you enter The Gates of Hell... which is conveniently 
located close by! 





Before moving on, break the two nearby chests containing 

a Mega Green Herb Lollipop and Mega Purple Magic 
Lollipop. You may or may not need them for the hidden Verse 
Nat breaking these two chests just triggered. Surprise! 






‘COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 


0 3750 00:40 0 3750 00:40 0 3750 00:30 0 1230 
800 2100 01:00 800 2100 01:00 1600 2100 00:40 3000 850 
1300 1690 01:20 1300 1690 01:20 2600 1690 00:50 4500 760 


1800 1280 01:40 1800 1280 01:40 3600 1280 01:00 6000 660 
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1st Climax/2nd Climax/3rd Climax 


ENEMIES: Accolade (Twin Blades) x1, Accolade (Spear) xl, 
Accolade (Hammer) x] 

You have to dodge one of these attacks to make it into Witch 
Time, and they all carry about the same amount of risk. Just keep 
picking one and go with it. Note that in these close quarters, 
Umbran Climax is very effective. 


co Climax 


ENEMIES: Enrapture x2, Accolade (Twin Blades) x] 


Destroy the Enraptures one after the other, and work fast, 
because in these cramped quarters, the Accolades will close in on 
you. Even when it’s just down to you and the Accolades, there’s 
no real trick. Dodge their attacks and retaliate in Witch Time. 


Go for Pure Platinum! 


penteaainote 


SUGGESTED WEAPONS: Salamandra (Arms) 





The above strategies with Salamandra will be enough to 
gain Pure Platinum. Again, just work fast and don’t get hit. 





Once you've finished with the ground floor, go up the 
stairs to the Witch Walk Portal. Your final battles occur 
all in a straight line. How generous! 














DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 


0 8750 00:50 0 8750 00:50 0 8750 00:45 0 1330 
01:00 500 4340 01:00 1000 4340 01:00 2000 4340 00:55 3000 920 
01:10 700 3240 01:10 1400 3240 01:10 2800 3240 01:05 4500 ~~ 820 


01:20 900 2140 01:20 1800 2140 01:20 3600 2140 01:15 6000 |... 720 
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1st Climax/2nd Climax/3rd Climax 


ENEMIES: Enrapture x2, Accolade (Hammer) xl 


Get the Enraptures out of the way and all you’re left with is 

a big, slow hammer Accolade, which you've already fought 
twice in a row by now. Take him out the same way you did the 
others—dodge the slow hammer swing, hit back hard. 


co Climax 


Prout ENEMIES: Acceptance (Harp) x2, Allegiance xl 

It was sure nice of that Allegiance to bring those Acceptances. 
ae Without them, this might actually be a challenge. As you fight, 
: dodge the constant rain of arrows and go after the Allegiance 
while in Witch Time. Leave the Acceptances for last. 






Go for Pure Platinum! 
SUGGESTED WEAPONS: Salamandra (A 


soxoeaucCIRUROUGHNNS 





The above strategies combined with 
Salamandra are enough to win. 





TIME DAMAGE COMBO TIME DAMAGE COMBO _ TIME . DAMAGE ee | TIME DAMAGE COMBO 
00:35 0 1680 00:35 0 1680 00:35 0 1680 00:45 0 3750 
00:45 400 1090 00:45 800 1090 00:45 1600 1090 00:55 3000 2100 
00:55 750 950 00:55 1300 950 00:55 2600 950 01:05 4500 1690 


01:05 900 800 01:05 1800 800 01:05 3600 800 01:15 6000 1280 
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1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 


ns ns 





“eM enna RONOONNG 


SUGGESTED PURE PLATINUM WEAPONS: 
Salamandra (Arms), Alruna (Legs) 


290060 








ENEMY: Belief x] 

You’ve already fought Belief by himself before, 
and he’s no different here. Stay at mid-range, 
away from his feet and his goo. Dodge his whip, 
go into Witch Time, and hold K to whip him to the 
ground whenever you can. Otherwise, slice with 
chainsaw, claim victory. 


After you beat Verse 8, head to the end of the 
pathway to encounter this stage’s final Muspelheim 
and Verse, all in one. 
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1st Climax/2nd Climax/3rd Climax 


MUSPELHEIM OBJECTIVE: 
Defeat all enemies using a single combo. 


ENEMIES: Compassion x6, Enrapture x2 


This Verse is basically popping balloons. Go after the Compassions 
in your chosen fashion. Partway through the Compassion assault, 
Enraptures will start showing up, but they’re no tougher to beat. 
However, you must make sure your combo isn’t broken. Use your 
guns to tag anew enemy whenever you defeat one! 


co Climax 


MUSPELHEIM OBJECTIVE: 
Defeat all enemies using a single combo. 


ENEMIES: Enrapture x3, Urbane x1 


Urbanes are big damage sponges, so keeping a combo alive on one 
isn’t hard. What might be hard is dealing with an enraged Urbane, 
so keep running back and forth across the field destroying the 
Enraptures until Urbane is calm again, then finish out the rest of 
your combo on him. 


Go for Pure Platinum! 


/ SUGGESTED WEAPONS: 
Salamandra (Arms), Alruna (Legs) 


OHNO OINORRE OR OIOUH! 





The above strategies work just fine with this weapon loadout, 
but you might want to whip the co Climax Urbane to the 
ground with Alruna when you get a chance. 


BEATING THIS VERSE NABS YOU a Broken Witch Heart (12/40) 


Go straight ahead, off the edge. Once gravity re-rights itself, head 
through the doors and you're out! 


POST-CHAPTER SPOILS 


2 Verse Cards (Enrapture, Accolade) 


DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 


1870 00:45 0 1870 01:05 0 10500 
1220 00:55 200 1220 01:10 200 5100 
1050 01:05 400 1050 01:15 400 3750 


890 01:15 600 890 01:20 600 2400 
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CHAPTER Ill: PARADISO—THE GATES OF PARADISE 


1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 


3S 


ENEMY: Glamor (2 Phases) 
Phase 1 


You begin your battle against Glamor surfing on a piece of debris. 
Glamor will only surface occasionally, and from far away. Hit him with 
ranged attacks such as your standard Action button gun, Love Is Blue, 
or even the Kafka, until he decides he’s ready to come to you. Dodge the 
pieces of building that he throws at you. 

When Glamor strikes, that’s your cue to dodge, and hit him with your 
strongest melee attacks during Witch Time! 


Eventually Glamor decides he’s had enough and tries to chomp 
Bayonetta once more. You get a Quick Time Event for this; hit the 
button quickly to pummel him into reconsidering, and send both of 
you to the second half of this phase. 

This second half plays the same as the first: Dodge the buildings 
(buying Bat Within from The Gates of Hell helps quite a bit here), 
shoot while he’s afar, melee when Glamor comes close and you can 
dodge into Witch Time. 


Once he's had enough of your abuse again, he escapes to Paradiso. Dodge 
the buildings that come your way one last time, and Bayonetta follows. 


Phase 2 


Bayonetta takes flight once again! During Phase 2, all bets are off. Glamor 
can actually be approached in a similar manner to Gomorrah during the 
Prologue. Dodge his swipes, fly in close, and melee him with Salamandra 
for all you're worth. While you're not in close, fire at him from afar, but try 
to get in as much melee as possible. Never stop dealing damage! 


Once you defeat Glamor, you'll enter a climactic Quick Time Event! Hit 
the button prompts to put him away for good. 


It’s time for the final showdown with Glamor, the 
boss that’s been heckling you since the beginning of 
the game! Naturally, he won't go down easily. 





ioe 


SUGGESTED PURE PLATINUM WEAPONS: 
Salamandra (Arms) 











POST-CHAPTER SPOILS 1 Verse Card (Glamor) 






TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 
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Bayonetta further scours Noatun, but this 

stage isn’t quite as exploratory as others. Don’t 
underestimate it, though. This is a short chapter 
that ends with a big bang. 


Once the stage starts, don’t move! There’s a 
hole in the rooftop that you're standing on, 
directly in front of you. Peer into it to find the 
Journal’s Echo Sovereign. 

After that, head forward and take the left branch 
in the path fork across a few sunken houses, 
which leads to a chest. The chest contains a 
Broken Witch Heart (13/40). 

Once you’ve gotten the Heart, come back to the 
fork in the path, and follow the path straight and 
to the right this time to access the first Verse. 



















© 





1. (BOSS) VERSE 9 

2. PORTAL TO THE GATES OF HELL 
3. (STANDARD) VERSE 8 

4, (STANDARD) VERSE 7 

5. LP PIECE 

6. (STANDARD) VERSE 6 

7. UMBRAN CROW (5/20) 

8. MEGA YELLOW MOON LOLLIPOP 
9. (STANDARD) VERSE 5 

10. BROKEN MOON PEARL (5/16) 


11. (MUSPELHEIM) VERSE 4: 
Yields Broken Witch Heart (14/40) 


12. (STANDARD) VERSE 3 

13. PURPLE MAGIC LOLLIPOP 

14. (LP PIECE) VERSE 1 

15. (STANDARD) VERSE 2 

16. JOURNAL'S ECHO 

17. BROKEN WITCH HEART (13/40) 
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VERSE 1 





ENEMY SPOTLIGHT: Fidelity 


Fidelity telegraphs its attacks clearly enough, but it’s fast! 
When you see it rearing back its pincers, that’s your cue to 
dodge or simply move out of the way! Witch Time is easy to 
achieve off of these enemies as long as you stay alert. 





1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 





SUGGESTED PURE PLATINUM WEAPONS: 


Scoeoemonanene eaten set 


Salamandra (Arms, Legs) 








ENEMIES: Fidelity x1; co Climax: Fidelity x2 

It's easy enough to stay out of Fidelity’s way, but because 

its attacks are so fast, you should learn to dodge them so 

that Witch Time can cut their speed down to size. When its 
pincers rear back, that’s the moment! Be careful, because they 
sometimes attack with multiple pincer strikes in sequence. 


On Non-Stop Climax there are two Fidelities to deal with, but 
the overall strategy is the same. 









Go straight, then turn right and make the jumps to the 
platform all the way at the end for Verse 2. 


sogitt® 





BEATING THIS VERSE the first time around nets you the 
Angelic Hymns Gold LP Der Hélle Rache 1/2. 





IST CLIMAX 2ND CLIMAX 3RD CLIMAX co CLIMAX 
CH4 V1 
TIME DAMAGE “COMBO” DAMAGE COMBO 4 DAMAGE — COMBO TIME, DAMAGE. COMBO ; 
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1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 


SUGGESTED PURE PLATINUM WEAPONS: 
Salamandra (Arms) 








ENEMIES: 

Fidelity x1, Acceptance (Harp) x1, Acceptance (Spear) x3; 
co Climax: Fidelity x2, Accolade (Spear) x2, 

Acceptance (Harp) xl, Acceptance (Spear) x1 


This Verse gives you Fidelity enemies on top of Acceptances you've 
already fought multiple times by now. Dodge the harp-wielding 
Acceptance’s arrows for ample Witch Time opportunities, but 
otherwise, you’re stuck dodging melee swipes from the other 
enemies and capitalizing from there. 





On co Climax you simply have more enemies of the same type to deal 
with, so prepare for a more drawn-out fight. 


Turn back around and go straight, to the clock tower. Press the 
Action button at the door to bring the house down-—literally. 
Once the clock tower falls over, drop straight down to find a chest 
containing a Purple Magic Lollipop. Go forward to the next 
Verse...once the moon's finished hogging the spotlight, anyway. 





COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 


4730 00:50 0 4730 01:00 0 19950 
2550 01:00 800 2550 01:10 2000 9120 
2010 01:10 1600 | 2010 01:20 4000 += 6410 
1460 01:20 3200 1460 | 01:30 6000 3710 
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1st Climax/2nd Climax/3rd Climax 


ENEMIES: Accolade (Shield) x1, Compassion x6 


Shield-bearing Accolades are always a challenge. Bait it into 
throwing dodgeable attacks whenever you can by fighting close to 
it, but don’t forget about the Compassions. You can break through 
the Accolade’s shield with attacks during Witch Time and Umbran 
Climax, so use them whenever you can! 


co Climax 


ENEMIES: Acceptance (Harp) x2, Compassion x9 


This is actually arguably easier than the lower difficulties! There’s no 
Accolade around to make your quest for a high score any tougher, so 
you can concentrate on taking down the weak Compassions, then 

the Acceptance once you've finished taking advantage of its arrows. 


rua = Go for Pure Platinum! 
SUGGESTED WEAPONS: Salamandra (Arms) 





sore RODEN ernoo ao 





w the above strategies, being sure to slice with 


READONLY 


Follo 


‘epwcowapceaccuanete 





Salamandra as necessary. When dealing with the shield-wielding 
Accolade, take every Witch Time advantage you can, as well as 
every Umbran Climax opportunity. Umbran Climax can break 
through the shield. 





Thanks to that spotlight-hogging moon, Bayonetta can actually Witch 
Walk around the lower part of this tower! Do so to find a Muspelheim. 





E DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO. 





3190 00:40 | 0 3190 : 00:40 0 3190 = 00:50 © 0 | 4820 
00:50 200 1860 00:50 | 400 1860 00:50 800 1860 01:00 1800 | 2600 
“0100 “400 a 1530 | or00 | | 800 | 1530 , 01:00 1600 1530 | 01:10 3600 | 2040 
01:10 600 1200 01:10 1200 1200 01:10 2400 ‘1200 | 01:20 | 5400 1490 
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1st Climax/2nd Climax/3rd Climax 


MUSPELHEIM OBJECTIVE: 
Defeat all enemies using a single combo. 


ENEMIES: Acceptance (Spear) x2, Accolade (Shield) xl, 
Compassion x10 

Dispatch the Acceptances and Compassions with your 
strongest attacks. When the Accolade shows up, it’s Verse 3 all 
over again. Keep destroying the Compassions while waiting for 
a Witch Time opening to break through the Accolade’s shield. 


co Climax 


MUSPELHEIM OBJECTIVE: 
Defeat all enemies using a single combo. 


ENEMIES: Accolade (Shield) x2 

The key to this Verse is to constantly bait the Accolades into 
attacking with their shield. The trick is to attack, then stop for 
a second or two to see how they react. Constantly attacking 
while their shields are up is a good way to get zero opportu- 
nities to dodge. Taunting can help but is not required. Finally, 
Umbran Climax is your friend. 


Go for Pure Platinum! 


e SUGGESTED WEAPONS: Salamandra (Arms) 


Le ee Ne eA NE PASO SIAN NAMA RENNIN KSR INGA RRL UST ONSET AARNE ARRAN AS ARNE NTIINY “i 





Long slices with the Salamandra will help in either scenario, but in 
the lower difficulties you'll have to keep moving to keep up with 
enemies whereas in co Climax you'll have to stay in close. 


BEATING THIS VERSE NABS YOU a Broken Witch Heart (14/40) 


Go back up and face the door. Before walking in, however, walk to 
the left and look toward the columns to find an Umbran Witch 
Resting Place. Solve it to get a Broken Moon Pearl (5/16). 


DAMAGE COMBO. TIME DAMAGE COMBO TIME DAMAGE COMBO 


15400 01:05 0 15400 01:00 0 1230 
7230 01:15 200 7230 01:10 200 850 
5180 01:25 400 5180 01:20 400 760 


3140 01:35 600 3140 01:30 600 660 
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UMBRAN RESTING PLACE (60 SEC) 


1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 


sor paveegonesaneesoeNacenNot ae emvennneonennne 


SUGGESTED PURE PLATINUM WEAPONS: 
Salamandra (Arms), Alruna (Legs) 


ENEMY: Urbane x1 











SO NOIORMDENESE MOOD SERIODOIOOONHANIENIONSIDH SAN 9 





The trail of pieces leads straight, down along the side ee jhe wo ; | 
of the tower, and to the right. Keep to the center as PY? we = = ae Pein 
~ \ a \ : ae 44 0 ities 
you run along the tower's side to spot them all. Me ee i ih eo 








As usual, Urbane will try to smash you with its massive ball 
arms from above and below, all while being surprisingly 
mobile. Dodge and retaliate during Witch Time, though keep 
in mind that unless you use Umbran Climax, you won’t be 
able to interrupt any of his moves using your own force. Hold 
Now you can go through the door to...well, a huge fiery out until you can whittle his vitality to nothing. 


angel waiting to pound you flat! When the action pauses, After the battle, follow the button prompts during the 
press the Evade button to be rewarded with Witch Time climactic Quick Time Event to put Urbane’s fire out. 


as soon as the Verse starts! 











DAMAGE COMBO - TIME DAMAGE COMBO TIME DAMAGE COMBO ~ TIME DAMAGE COMBO 


01:10 0 17190 01:10 0 17190 01:10 0 17190 01:20 0 17190 
01:20 300 7960 01:20 600 7960 01:20 1200 7960 01:30 3000 7960 
01:30 600 5650 01:30 1200 5650 01:30 2400 5650 01:40 4500 5650 
01:40 900 3340 01:40 1800 3340 01:40 3600 3340 01:50 6000 3340 
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Open the door in front of you. Once you do so, look up 
and to the left to see an Umbran Crow (5/20) sitting 


on the power lines. Grab it, then open the nearby 


chest for a Mega Yellow Moon Lollipop. 





After the cutscene, go into the small alcove to the right. 
Doing so will trigger Verse 6 when you come back out. 


CH4 V6 bee 


TIME 





00:30 


00:40 


00:50 


01:00 


DAMAGE COMBO _ TIME 


0 


200 


400 


600 


1230 00:30 
850 00:40 
760 00:50 
660 01:00 


1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 
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SUGGESTED PURE PLATINUM WEAPONS: 
Salamandra (Arms) 
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ENEMIES: Fidelity x2 





This one’s basically a freebie that tests skills learned at the 
beginning of the Chapter. Dodge and destroy the Fidelities the 
second you see their pincers approach. 


Head through the hallway ahead to an overhang overlooking some 
rubble. Look down and to the right to find the Angelic Hymns Gold 
LP Der Holle Rache 2/2. Next time you visit The Gates of Hell, 
the power of Undine will allow you to fight evil with a cool style 
and a burning heart. Grab the LP then get ready to fight. 


DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 


0 


400 


800 


1200 


1230 00:40 0 1230 00:40 0 1230 
850 00:50 800 850 00:50 1600 850 
760 01:00 1600 760 01:00 3200 760 
660 01:10 2400 660 01:10 4800 660 
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COMBO __ TIME 


720 00:25 
580 00:35 
540 00:45 
500 00:55 


sad SS 


DAMAGE — 


0 


160 


320 


640 
























1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 


SUGGESTED PURE PLATINUM WEAPONS: 
Salamandra (Arms) 


“ORONO NAA ROHR MH DRE RA 





ENEMIES: Compassion x6; co Climax: Cachet xl, 
Compassion x6 


It’s Bayonetta versus a cadre of fast-moving Compassions ona 
slanted plane! Use jump attacks and the Stiletto technique in the 
air to keep up with them whenever needed, as well as your guns. 


On co Climax a Cachet joins the proceedings. Be on the lookout 
for its drill attacks, but otherwise, the strategy is the same. 


Progress and drop down to see The Gates of Hell to the right. If 
you go to the left, you'll see a couple on the bench. If you break 
the bench and interrupt their quiet time, Verse 8 will be triggered 
on your way back. Apparently the denizens of Paradiso area 
bunch of romantic softies—who knew? 






DAMAGE COMBO TIME DAMAGE COMBO 





COMBO 


720 00:25 0 720 00:30 0 1290 
580 00:35 320 580 00:40 1500 890 
540 00:45 640 540 00:50 3000 800 
500 00:55 1280 500 01:00 4500 700 
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TIME 


01:00 


01:10 


01:20 


01:30 


Torture Attack 


DAMAGE 


200 


400 


800 


COMBO 


3750 


2100 


1690 


1280 
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TIME DAMAGE 


01:00 


01:10 


01:20 


01:30 


400 


800 


1600 





= Climax/2nd Climax/3rd Climax 


EMIES: Accolade (Shield) x2 
As with all fights involving shield-bearing Accolades, hold off 
your attacks until you can bait theirs, then go into Witch Time. 
Try to go into this fight with a good amount of magic power so 
you can use Umbran Climax quickly. 


co Climax 


ENEMIES: Accolade (Twin Blades) x1, Accolade (Shield) x] 
This is yet another case of the highest difficulty being arguably 
easier than the lower ones! The twin blade-wielding Accolade is 
a great source of Witch Time. Use that Witch Time to dispatch 
the shield-bearing Accolade, then go for the other. 


Go for Pure Platinum! 


1 ovo aut ataoiiaiae eh nab iaitbauttl evita aaheMi oui tuner yiannanint ene eooRobeseN am cbt tue aottN eye BOUARIMERIBL va avo aye YSoenaW OHS TAR yEODY HORNS SrISoNg emPnORMNOL ARNOT 


SUGG ESTED WEAPONS: Salamandra (Arms) 


sence racenneenoon aeaEnee LITORIOCEARERIASENIODINCRGAMROC MITE MIONRAHIEORIDRIO HMRI IANOANN DENIM HREM ODUM ESRI EOORNDEORIOH NET HODANN MEI RUOIE NH NAME MNHOHHOX ROAD DHONIANEIOM GONNA iioRnICE MONS: 





Follow the above strategies and do whatever it takes 
to defeat both enemies in a single combo to attain the 
Pure Platinum for the Verse. 





3 taken care of, there’s 
ard to the boss! 


COMBO TIME DAMAGE ‘COMBO TIME DAMAGE COMBO 


3750 ~—— 01:00 0 3750 00:30 | 0 3090 


2100 01:10 800 2100 00:40 2000 1810 
1690 01:20 1600 1690 00:50 3000 ~=1480 
1280 01:30 3200 1280 01:00 6000 1160 
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RSE 9 BOSS: MASKED LUME 


The Masked Lumen has arrived, and he fights for no justice 
but his own. This won’t be the last time he shows up to get in 
Bayonetta’s way, and because he’s a Lumen Sage, his powers 
are comparable to hers! There are four phases to this fight, 
each larger in scale than the previous one. 


The good news is that you can use a handy strategy to gain 
the upper hand, maintain it for the duration of the fight, 

and gain Pure Platinum once you’ve mastered your tactics. 
The bad news is that it requires learning just about all of his 
attacks—and because he moves like lightning, you'll probably 
get hit a lot during the learning process. Still, great rewards 

lie on the other side. Let the training commence. 


1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 


Seas 


(S) SUGGESTED WEAPONS: Rakshasa (Arms) 





ENEMY: Masked Lumen (4 Phases) 


Phase 1 


The Masked Lumen has a variety of attacks at his disposal. He will 
lunge at you with his spear, throw his spear at you, send fireballs 
at you, send the Lumen Sage equivalent of an Infernal W/eave 
toward you, change into a wolf and pounce, or cause magical 
geysers to erupt from the ground. All of these attacks are highly 
telegraphed and can be dodged with little trouble—simply do so 
whenever you're about to be struck. The problem comes from 

the speed with which these attacks are launched, which will take 
some getting used to. 


Once you've gotten the hang of dodging the Lumen’s attacks, 
follow this specific attack strategy: Dodge an attack, then 

while Witch Time is active, perform no more than four P slashes 
with Rakshasa. Vary your hits based on the Masked Lumen’s 
movements—if he’s too far, you might not want to go for the full 
assault. Once your combo is complete, instantly dodge away and 
fire your Action button gun full-auto. The Masked Lumen puts up 
a shield, but he lowers it before six seconds have passed, and you 
can tag him. The Masked Lumen will then continue his assault. 
Stay mobile while using your gun until you’re ready to dodge 
another of his attacks. 

Repeat the dodge/slash/gun process, making sure not to lose your 
combo if you can help it. If you have Umbran Climax stored up, 
you can sometimes use it to get in some extra hits outside of this 
overall strategy unless you’re on c° Climax difficulty (see below). 
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17910888 Phase 2 
eG During this phase, follow the same strategy as the above, but 

5 0189 ce there’s one more attack opportunity, and it’s a golden one. 

mT During this phase of the fight, the Masked Lumen stands in 
place as he calls for his angel to launch an attack. If you let him 
go through with it, an earthquake rocks the platform you’re 
fighting on for massive damage (though this can be dodged). 
However, a PPP combo from Rakshasa can spoil the Masked 
Lumen’s plans, and leave him open to a full PPPPP combo! Use 
this to greatly raise your score multiplier and do heavy damage. 





3) 
£712910888 


Staying on the offensive as much as you can 
allows you to keep your combo going during 


Pombo Points 
£0209 


SS 15 


all four phases, which is essential to meeting 
combo score requirements for this Verse. 


ae 
aN, } 
OT eee eae 
> 15 





Phase 3 


You're flying this time around, but follow the same strategy as 

in the first two phases. This time the angel fires a giant laser 
instead of causing an earthquake. It can still be dodged with the 
correct timing. 


Phase 4 


Madama Butterfly joins the brawl! Use the P and K buttons to 
send her fists flying at the Masked Lumen’s angel. Be sure to 
dodge the angel's punches to trigger Witch Time. 

After this phase, there’s a climactic Quick Time Event. 
Repeatedly press X for maximum bonus Halos. Bayonetta’s 
battle against the Masked Lumen then concludes...for now. 





———__—_—____—_—________———- MORE co CLIMAX NOTES 


On © Climax, the strategy—including that for attaining Pure Platinum—for all four phases is the same as on Normal and 
Hard, but there are two major things to watch out for. One, the Masked Lumen now moves markedly faster. Second, unless 
he’s preparing the attack from his summoned angel, the only time that’s truly safe to hit him is in Witch Time. Don’t bother 
trying to slip in extra hits outside of Witch Time like you could in 2nd Climax and 3rd Climax, not even with Umbran Climax. 
Simply dodge his attack, do no more than four P slashes with Rakshasa, dodge away, fire your gun until he drops his guard 
and you can tag him, then repeat the process. Remember to do your best to continue your combo through all four phases! 


2 eda 


TER SPOILS 3 Verse Cards (Fidelity, Accolade, Masked Lumen) 
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COMBO TIME DAMAGE COMBO 
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TIME DAMAGE COMBO TIME ‘DAMAGE | COMBO — TIME DAMAGE 

03:40 0 431330 03:40 # O 43130 04:10 O- | “430. 10440 0 43130 

03:50 500 18750 03:50 ~—«*1000 18750 04:40 2000 18750 05:10 + 4000 18750. 
04:20 1000 12660 04:20 2000 12660 | 05:10 | 4000 | 12660 | 05:40} 6000 12660 
04:50 | 1500 | 6560 | 0450 | 3000 | 6860 | 05:40| 6000 6560 06:10 8000 6560 

ee | Pree 10000 
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Bayonetta and Loki find themselves ever closer to their goal, but their 
encounter with the Masked Lumen has left them under duress... 

If this is your first time playing through the game, then welcome to your 
new power: Snake Within! Press the Jump button to dash through the 
water and rescue Loki. 


A cutscene plays. Once it’s over, grab the City of Water Journal’s Echo 
on the right side of the platform. 

Move to the opposite (left) side of the platform to find an Umbran 
Witch Resting Place containing a Broken Witch Heart (15/40). 





1. LP PIECE 13. ENTRANCE TO THE 

2. MIDAS’S TESTAMENT GATES OF HELL 

3. JOURNAL'S ECHO 14. UMBRAN CROW (7/20) 

4. (STANDARD) VERSE 7 15. (STANDARD!) VERSE 3: Yields 

5, UMBRAN CROW (8/20) Broken Moon Pearl (6/16) 

6 HALOS 16. LP PIECE 

7. (MUSPELHEIM) VERSE 8: Yields 17. MEGA GREEN HERB LOLLIPOP 
Broken Witch Heart (18/40) 18. (STANDARD) VERSE 1 

8. (STANDARD) VERSE 6 19. (MUSPELHEIM) VERSE 2: Yields 

9. (MUSPELHEIM) VERSE 5: Broken Witch Heart (16/40) 
Yields Broken Moon Pearl (7/16) 20. UMBRAN CROW (6/20) 

10. JOURNAL’S ECHO 21. BROKEN WITCH HEART (15/40) 

11. (STANDARD) VERSE 4 22. JOURNALSECHO 

12. JOURNAL’S ECHO 23. BROKEN WITCH HEART (17/40) 
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This one’s a bit tricky, because the pieces are very 
spread out. Use Crow Within to grab the one straight 
ahead above the water, then dive down. The second 
piece is in the open where Verse 1 takes place, the 
third near a chest at ground level. Circle back around 
while going toward the surface for the final two. 





From here, look left across the water for an Umbran Crow 
(6/20). Now that we've collected everything topside, it’s 
time to get our feet wet. Again. 

Heading into the water, you see three branching paths going 
left, middle, and right. Go left to reach a chest containing 
the Angelic Hymns Gold LP Erlkénig 1/2. Go down 

the middle for a chest containing a Mega Green Herb 
Lollipop, as well as the first Verse. 








DAMAGE COMBO TIME 
0 1230 00:35 0 
200 850 00:50 400 
400 760 01:05 800 
800 660 01:20 1600 


~DAMAGE | 


1st Climax/2nd Climax/3rd Climax 


ENEMIES: Fidelity x2 

The ground here is quite uneven, and even with Snake 
Within, Fidelities will always be more nimble underwater 
than Bayonetta. Maneuvering can be difficult. Use 
Stiletto to close the distance, but be mindful of the mines 
that Fidelity drops! 





co Climax 


ENEMIES: Fidelity x4 


This difficulty relies on the same strategy, but with twice 
as many Fidelities (and twice as many mines)! Get to it. 


Go for Pure Platinum! 


8 


eteneanotecnanntate to 





yecoteononseeneen 


SUGGESTED WEAPONS: Salamandra or 
Love Is Blue (Arms), Alruna (Legs) 


Seaaes 








As mentioned, the ground here is very uneven and there may 
be times when you want to just stand your ground and shoot 
things. Use Love Is Blue to accomplish this, but any time you're 
in range of a Fidelity, slice with Salamandra for maximum points. 








Now backtrack and go to the right of the sunken 
passage you're in. This leads to a Muspelheim. 





COMBO TIME | DAMAGE COMBO TIME DAMAGE Eoace 
1230 00:40 0 1230 00:45 0 5880 
850 00:55 800 850 01:00 2000 3070 
760 01:10 1600 760 01:15 4000 2370 
660 01:25 3200 660 01:30 6000 1670 
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TIME 





00:50 


01:00 





01:10 


01:20 
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DAMAGE COMBO 


3980 


2230 


1790 


1350 


TIME 


00:50 


01:00 


01:10 


01:20 


ENEMIES | SECRETS/EXTRAS | BEHIND THE SCENES 


Ist Climax/2nd Climax/3rd Climax 


MUSPELHEIM OBJECTIVE: Defeat all enemies. 
Witch Time cannot be activated. 


ENEMIES: Fidelity x5, Compassion x2 

Above water, Fidelities are a little easier to deal with, even with 
Compassion backup. Use your full maneuvering capabilities to flank 
and rout them, watching for their pincers. You won't have Witch Time 
to help you, so stay aggressive and look out for attack tells at all times. 


co Climax 


MUSPELHEIM OBJECTIVE: Defeat all enemies. 
Witch Time cannot be activated. 


ENEMIES: Accolade (Shield) x3 

This one is an utter doozy, but completely winnable with patience 
and a couple of sneaky tricks. As usual, hold off on attacking and 
bait at least one Accolade into dropping its shield. You won’t have 
Witch Time here so you can’t break the shield using it. Instead, 
equip the Evil Harvest Rosary. The explosions send the Accolades 
reeling, allowing you to get hits in! This also gives a greater chance 
of activating the Counter prompt, allowing you to do even more 
damage via a special Quick Time Event. 


Angels play dirty sometimes. Why shouldn’t you? 


Go for Pure Platinum! 





PREECE RONRIE DS PRONE ONEEE NOL ER EELS AEM OLY NC OEBEANE CC CEE REC HE MONE: 






Se a ee 


eS SUGGESTED WEAPONS: Salamandra (Arms) 


Salamandra with the above strategies will absolutely nail Pure 
Platinum for you. Don’t get hit! 


BEATING THIS VERSE NABS YOU a Broken Witch Heart (16/40) 


Once you're done here, go back to the central path and enter the 
opening above the chest. Swim above the first broken gate and 
through to the second to see a path splitting off into multiple levels. 
Go to the bottom level first—we’ve got something to pick up! 





DAMAGE COMBO TIME DAMAGE COMBO ~ TIME DAMAGE COMBO 


0 


200 


400 


600 


3980 00:50 0 3980 01:20 0 10500 
2230 01:00 200 2230 01:30 200 5100 
1790 01:10 400 1790 01:40 400 3750 


1350 01:20 600 1350 01:50 600 2400 


PRIMA OFFICIAL GAME GUIDE 107 } WALKTHROUGH: CHAPTER V 





TIME 


00:35 


00:50 


01:05 


01:20 


DAMAGE COMBO _ TIME 


0 


400 


600 


1200 


1680 00:35 _— 
1090 00:50 
950 01:05 
800 01:20 
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1st Climax/2nd Climax/3rd Climax 


ENEMIES: Fidelity x2, Enrapture xl 


The ground here is a lot more even, allowing you to get a 
bead on the Fidelities even with your decreased mobility. 
Down the Enrapture first, however. 


co Climax 


ENEMIES: Fidelity x2, Acceptance (Harp) x3 
Harp Acceptances would have made the Verse much easier 
had they shown up at the same time as the Fidelities. Alas, 


they show up afterward. Use normal strategies. Dodge the 
arrows, then hit back during Witch Time. 


Go for Pure Platinum! 


pied obbinitin 


SUGGESTED WEAPONS: Salamandra (Arms) 





The above strategies with Salamandra will ensure Pure Platinum. 


BEATING THIS VERSE NABS YOU a Broken Moon Pearl (6/16). 


Once done here, head to the top level, and keep swimming until 
you surface. You come out of the water into a square room with 
one exit. Take that way out into the Underground Graveyard. 
Don’t move too quickly out of that doorway, though—an 
Umbran Crow (7/20) waits for you right outside. You wouldn’t 
want it to fly away, would you? 

Directly ahead of the Crow is the Journal's Echo Underground 
Graveyard. Go back around the outer edge to find a chest 
containing a Broken Witch Heart (17/40), as well as an 
entrance to The Gates of Hell. 

Go to the center. Loki conjures a pole. Press the Action button 
near the pole, then have Bayonetta spin on it to activate it. Voila: 
The Bridge to the Heavens! 

We'll get to that later, though. First we have to fight an 
unexpected guest... 


DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 


0 
800 
1200 


2400 


1680 00:40 0 1680 00:45 | 0 | 5880 
1090 00:55 1600 1090 01:00 3200 3070 
950 01:10 2400 950 O15. |.) A800... |... 2370 


800 _— 01:25 3200 800 01:30 6400 1670 
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ENEMY SPOTLIGHT: Pain 


Pain is a rolling tank-like demon who would love nothing 
better than to ram you across the room. Fortunately for 
Bayonetta, it takes a second or two for him to get up to 
speed, and a second or two is all Bayonetta ever needs. 





1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 


ce ocessce rene meena ENCeERORA ROLY 


SUGGESTED PURE PLATINUM WEAPONS: 
Salamandra (Arms), Alruna (Legs) 
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ENEMY: Pain x] 


At any difficulty, take advantage of Pain’s tells and lack of 
speed compared to your own to dodge into Witch Time 

and bring him down. Even though it’s slanted, use the large 
battlefield to your advantage and maintain the high or level 
ground whenever possible. If you have Alruna, you can whip 
him to the ground, but only for a moment. 


Once Pain is dispatched, the room fills with water! As the 
water rises and you swim upward, note the set of higher 
platforms you couldn’t reach before. One of these contains 

a chest with some Halos, and another holds a Muspelheim. 
In the center of all of these platforms, a Trademark Journal's 
Echo floats freely—don’t forget that, too! 





TIME DAMAGE COMBO - TIME DAMAGE COMBO TIME DAMAGE COMBO - TIME DAMAGE COMBO 





01:00 0 17190 01:00 0 17190 01:10 0 17190 01:20 0 17190 
01:10 300 7960 01:10 600 7960 01:20 1200 7960 01:30 2400 7960 
01:20 600 5650 01:20 1200 5650 01:30 2400 5650 01:40 4200 5650 


01:30 900 3340 01:30 1800 3340 01:40 3600 3340 01:50 6000 3340 
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TIME 
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1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 


SUGGESTED PURE PLATINUM WEAPONS: 
Kafka (Arms), Alruna (Legs) 
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MUSPELHEIM OBJECTIVE: 
Defeat all enemies without touching the ground once. 


ENEMIES: Compassion x6; co Climax: Cachet x2, 
Compassion x6 

Beat this Verse on any difficulty just by pressing K over and over 
again with Alruna equipped to your legs. You may have to adjust for 
direction, you might have to fire a couple of Kafka shots at faraway 
targets, but otherwise...yep. K all day. Impress your friends! 


BEATING THIS VERSE NABS YOU a Broken Moon Pearl (7/16) 


Head up and surface. Once you do, however, jump back into the 
drink again to trigger a hidden Verse. 








COMBO _ TIME 


COMBO TIME DAMAGE COMBO 
1310 00:25 0 1310 01:00 0 1680 
910 00:35 200 910 01:15 200 1090 
810 00:45 400 810 01:30 400 950 
710 00:55 600 710 01:45 600 800 
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Ist Climax/2nd Climax/3rd Climax 


ENEMIES: Fidelity x3 


This is the biggest test of your water maneuvering skills so far. Use 
Snake Within to dart to the Fidelities, and away from their attacks, 
in order to destroy them with brute force. 


co Climax 


ENEMIES: Fidelity x2, Compassion x10 


This one’s a little harder, and it’s likely that you'll be fighting all the 
way to the bottom, but the overall strategy remains unchanged. 


Go for Pure Platinum! 
SUGGESTED WEAPONS: 
Salamandra (Arms), Alruna (Legs) 
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senses sesneanubatsentcs Monesaneanneanaonocmcne son: 


Pressing KK and holding the second button press during 
Witch Time can help a bit, but otherwise, it really is a matter of 
rocketing to your foes with Stiletto and cutting them to pieces. 


Head back up and approach the giant stairway. Bayonetta and 
Loki talk for a while. Use this time to walk to the left of the 
steps to a chest containing some more Halos. Now backtrack all 
the way to the end of the hall. Enter a room bathed in a golden 
light to find the Angelic Hymns Gold LP Erlkénig 2/2. 


Once you come out, head left. A Verse triggers to reward your 
curiosity. Naturally. 


TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO ~ TIME DAMAGE COMBO 





00:50 0 2930 00:50 0 2930 01:00 0 2930 01:15 0 8750 
01:00 100 1710 01:00 200 1710 01:10 400 1710 01:25 2000 4340 
01:10 200 1410 01:10 400 1410 01:20 800 1410 01:35 4000 3240 
01:20 400 1100 01:20 800 1100 01:30 1600 1100 01:45 6000 2140 
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TIME 


00:35 


00:45 


00:55 


01:05 


‘DAMAGE COMBO TIME DAMAGE 


0 680 00:35 0 
400 540 00:45 800 
750 510 00:55 1300 
900 470 01:05 1800 
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1st Climax/2nd Climax/3rd Climax 


ENEMIES: Cachet x3, Enrapture x] 


Leaving the Enrapture alive to capitalize on the enraged 
Cachets for score is a viable strategy, but it’s just a whole lot 
easier to take him out, then go for the flyers. Stay mobile. 


co Climax 


ENEMIES: Accolade (Hammer) x3 


Do not get crowded under absolutely any circumstances 
when engaging these Accolades. It’s far too easy to get 
knocked around like a ping-pong ball. Stay just on the outside, 
runin and attack when you see your chance, and repeat. 


Go for Pure Platinum! 


sesentatees 


SUGGESTED WEAPONS: Salamandra (Arms) 


ANSE ORNCOO BO 











Keep a cool head and the above strategies will serve you and 
Salamandra well. 


Now you can go up the staircase...but only halfway! Look to your 
left to see some outcroppings, one of which contains a chest 
yielding a valuable Midas’s Testament. 


Resume climbing up the steps...but this time, three-quarters of the 


way up you'll see more outcroppings to the left! One contains an 


mbran Crow (8/20). 
, finish climbing the steps to see a Muspelheim directly ahead. 





COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 





680 00:35 0 680 00:40 0 12480 
540 00:45 1600 540 00:50 2000 5950 
510 00:55 2600 510 | 01:00 4000 | 4320 
470 01:05 3600 470 01:10 6000 2690 
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1st Climax/2nd Climax/3rd Climax 


MUSPELHEIM OBJECTIVE: 
Defeat all enemies within the time given. 
ENEMIES: Cachet xl, Enrapture x2 


You’re faster than any of these enemies. Smash the 
Enraptures, clip the Cachet’s wings, grab the bounty, 
end the Verse. 


co Climax 


MUSPELHEIM OBJECTIVE: 
Defeat all enemies within the time given. 


ENEMIES: Belief xl 


This one’s a little tougher, but only because Belief is a 
giant damage sponge and you only have 30 seconds! 
The trick? Equip the Evil Harvest Rosary, then rush 

in and dodge everything Belief’s barely mobile self 
can dish out. Between your attacks and the Rosary’s 
explosions, he’s all yours. 


Go for Pure Platinum! 


)\, SUGGESTED WEAPONS: 
%# Salamandra (Arms), Alruna (Legs) 


sooueebecect 







Use the above strategies with the above weapons and 
you'll emerge with Pure Platinum victory. 


BEATING THIS VERSE NABS YOU 
a Broken Witch Heart (18/40). 


Go ahead from the Muspelheim and pick up the Advanced 
Technology Journal's Echo, then talk to Loki. The next 
Verse has you riding a giant spherical elevator of death! 








TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO TIME 


~ | 00:20 0 450 — 00:20 0 450 — 00:20 Qe A506 00:26 0 5880 
HE 00:22 ©: 200 390 00:22 200 390 00:22 200 390 00:27. 200 3070 
00:24 400 380 00:24 400 380 00:24 400 380 00:28 400 2370 


os 00:26 600 360 00:26 600 360 00:26 600 360 00:29 600 1670 
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Ist Climax/2nd Climax/3rd Climax 


ENEMIES: Acceptance (Spear) x3 Acceptance (Harp) x 3, 
Cachet xl, Compassion x6, Enrapture x] 


Welcome to the elevator of doom! Run around the globe as fast as 
you can, killing angels left and right. They're all weaklings, but stay 
mobile and divide and conquer so you won't get caught unawares. 


co Climax 


ENEMIES: Acceptance (Spear) x2, Acceptance (Harp) x4, 
Cachet x2, Compassion x4, Allegiance x] 





The strategy here is largely the same, except you face an 
Allegiance at the end instead of an Enrapture. Naturally an 






Go for Pure Platinum! Allegiance is tougher, but by the time he shows up, there should 
scsi also be a couple of Harp Acceptances hanging around, and you 
SUGGESTED WEAPONS: know what that means! Use those arrows to engage Witch Time 
Salamandra (Arms) and defeat Allegiance without breaking a sweat. 


prrtansntinnincenpsr is 


It's very important to keep moving around and 
scouring the entire globe for new enemies to keep 
your combo going. If there aren’t any, taunt to keep 
your chain going until there are. 





Once you reach the top, it’s not over—Loki now has 
to deal with a rampaging Gravitas. a 


At least 20 points or more here gives a Platinum 
Score medal. Anything less gives Stone. 








| DAMAGE “COMBO TIME DAMAGE COMBO TIME : DAMAGE ee TIME BkMAee eSuno 
01:30 0 8750 01:30 0 | 8750 01:30 0 8750 02:50 0 23000 
01:50 400 4340 01:50 800 4340 01:50 1600 4340 03:10 3000 10400 
02:10 600 3240 02:10 1200 3240 02:10 2400 3240 03:30 4500 7250 


02:30 800 2140 02:30 1600 2140 02:30 4800 2140 03:50 6000 4100 
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1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 


ina anne 


SUGGESTED PURE PLATINUM WEAPONS: N/A 


eobbviecain ot 








Ropnieeeaeematce 


ENEMY: Gravitas x] 


As Loki, keep running up the steps, dodging whenever the 
Gravitas tries to slam its arms down on you. When your magic 
gauge fills completely, press the L button to throw a card and 
knock him back, as well as give you the points you need to 
get your Platinum Score medal. Repeat until you’ve thwarted 
Gravitas utterly! 


Once at the cathedral summit, press the Action button to have Loki 
restore the area, and prepare for your last fight of this Chapter. 





Action 





TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 


00:45 0 20 00:45 0 20 00:45 0 20 00:45 0 20 
00:45 400 00:45 800 00:45 1600 00:45 2000 
00:45 600 00:45 1200 00:45 2400 00:45 3000 


00:45 800 00:45 1600 00:45 3200 00:45 4000 
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VERSE 11 






ENEMY SPOTLIGHT: Gravitas 


Gravitas is a lot like Urbane, except he’s ice instead of fire, 
and can freeze you into an immobile ice chunk rather than 
burn you. If you’re waiting for a punchline, don’t bother. 
These things are dangerous! 


1st Climax/2nd Climax/3rd Cnimax/ 
co Climax (Go for Pure Platinum!) 





SUGGESTED PURE PLATINUM WEAPONS: 
Sananinke (Arms), Alruna (Legs) 





ENEMIES: Urbane xl, Gravitas x1; co Climax: Urbane xl, 
Gravitas x], Belief x] 

The only difference between difficulties is that a Belief shows 
up to spoil your fun on © Climax. Take the Alruna into the 
fight and knock the heavies down by pressing and holding 

K during Witch Time and Umbran Climax. Concentrate on 

| eeny dow one ata time! 








ary 


aaa 


POST=CHAPTER SPOILS 2 Verse Cards (Pain, Gravitas) 


CH5 IST CLIMAX 2ND CLIMAX 3RD CLIMAX co CLIMAX 


Vil “TIME ‘DAMAGE COMBO. TIME DAMAGE COMBO TIME "DAMAGE COMBO TIME DAMAGE COMBO 
BYR 02:00, 0 123480 0200S 123480 02:10 «= «0S—s«23480 03:20 «(406350 
cle) Bp) “e240 | $60 ai 51550 ea | 600 7 1556 - 20 800 51550 08:40 300 165780 
sw 02:20 0 600 «33570 -»«02:20»«1200«SS—«33570 «02:30 -«-2400:«=S«33570 04:00 -«4500~—=—«108640 
02:30 900 45590 02:30 -«1800-«=S«SS90-~=«o2s40.~—«3600-«=S«*S590-«04:20 © «600-S« 5490 


BOSS BONUS | 
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. 





aT . 
Se Pinging 
a” 4 ye 





THE BRIDGE TO THE HEAVENS > 
The Bridge to the Heavens stands invitingly before 3 


Bayonetta, but Paradiso still has other plans. Enter the 
sword-and-shield warrior, Valor! 


a ‘ , ; , ; 
Isn’t it always the way? Valor talks big, looks awesome... 1st Climax/2nd Climax/3rd Cli max/ 
and goes down by far the most easily of the bosses once . : 

you know what to do. co Climax (Go for Pure Platinum!) 


SUGGESTED PURE PLATINUM WEAPONS: 
Salamandra or Chernobog (Arms) 





ENEMIES: Valor (2 Phases) 


Phase 1 


The fight against Valor begins with you falling down a giant tower. 
Bayonetta’s activated flight, but even so, there’s not a whole lot of 
room to maneuver. Valor tries to take advantage of this by flying 
back and forth along the tower, sometimes surfing on his shield, in 
order to hit Bayonetta with his sword or by ramming her. 


When he’s far, shoot him with your guns or Kafka. When he’s 
near, attack him hard with melee. If you have it, slice him up with 
Salamandra! If you don’t have Salamandra yet, Chernobog is an 
excellent substitute. 

Sometimes Valor smashes through the wall and pins you with 

his sword. If this happens, press the buttons during the ensuing 
Quick Time Event. 


Phase 2 


Take down enough of Valor’s vitality and the fight goes 
underwater! Your roles in the battle, however, remain the same. 
Shoot when afar (or use Snake Within to catch up to him), and 
melee when close. He'll try to ram you or slash you. 

For Pure Platinum, attack efficiently, don’t get hit, and keep your 
combo throughout the entire fight. Once you defeat him, press 
buttons during the climactic Quick Time Event to really defeat him. 





POST-CHAPTER SPOILS 


1] Verse Card (Valor) 





TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 


02:25 0 17190 02:25 | 0 17190 02:25 0 17190 =: 03:10 | 0 | 26360 


02:45 500 7960 02:45 1500 7960 02:45 3000 7960 03:30 4000 | 11800 

03:05 750 5650 03:05 2500 | 5650 03:05 | 4000 5650 | 03:50 | 5500 | Pe 8160 a 

03:25 1000 3340 03:25 3500 3340 03:25 5000 3340 = 04:10 hae | 4530 
10000 | 10000 ie | : roi: | | | | | na Se hati 
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CHAPTER VII: THE ARK 


Wherein Bayonetta and Loki’'s journey undergoes a 
monstrous interruption... 












1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 


er oinnctoonbiobigemameoneptetaabHOREte@nRaRRNDD 


UGGESTED PURE PLATINUM WEAPONS: 
Salamandra (Arms) 








ENEMY: Insidious 


Fire your guns on approach to Insidious, and dodge the 
massive laser beam he opens the ceremonies with. 

Your targets are Insidious’s eyes, which you’re automat- 
ically moved toward. Watch out for the tentacles that 
emerge from them. Not only can they whip out at 
Bayonetta, they can fire lasers! This is in addition to the eye 
itself, which also fires lasers. Finally, the eye can snap shut. 
Dodge this too to avoid taking damage! 


(BOSS) VERSE 1 NOT ON MAP 
(It’s the Insidious fight.) 
1. (BOSS) VERSE 5 


2. (MUSPELHEIM) VERSE 4: Yields 
Broken Witch Heart (9/40) 


3. UMBRAN CROW (9/20) 
4. (STANDARD) VERSE 3 
5. (STANDARD) VERSE 2 
6. JOURNALS ECHO 
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TIME 


03:50 
04:10 
04:30 


04:50 


0 
450 
750 


1050 


10000 


DAMAGE COMBO 


72750 
30900 
20440 


9980 


03:50 


04:10 


04:30 


04:50 


0 


900 


2100 


10000 
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1500 





Quick Time Event. Press the buttons! 


Knock out one eye and you’re pushed away from Insidious and 
have to dodge a shower of missiles before you can go for the other 
eye. The other eye acts the same way as the first did, so follow the 
same strategies. 


Knock out both eyes (and avoid more missiles) and Insidious sucks 
you in! Use the Quick Time Event to escape. 


Insidious’s left eye decides to get serious! You have to avoid its 
attacks from a side view while avoiding missiles at the same time. 
In addition to its normal attacks, it can fire a spread of demonic 
energy once it’s sufficiently low on vitality. 


Defeat Insidious, and Bayonetta and Loki team up for two final 
climactic Quick Time Events. Press the buttons on both! 


Unfortunately, even after overcoming her foe, Bayonetta is sucked 
into the belly of the beast. Welcome to the Insides of the Insidious! 


As soon as Bayonetta picks herself up, turn around and hack away 
at the rubble for the Journal’s Echo The Way To Paradise. Then 
turn back around and follow the path straight for the next Verse. 








7750 | 0350; o | 72750 | 0350} Oo | 72750 
30900 04:10 ~—*1800 30900 04:10 3000 30900 


20440 04:30 ©3000 «=: 20440-~=s(04:30~=— 5000 20440 


9980 04:50 4200 9980 04:50 7000 9980 
10000 | 10000 | 
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ENEMY SPOTLIGHT: Hideous 


Hideouses are the grunts of Inferno, and they wield scythes, ; 
guns, or twin blades in unorthodox ways. Always watch 
a Hideous’s movements before taking action—unlike the 
straightforward angels of Paradiso, demons play dirty! 


ENEMY SPOTLIGHT: Hatred 


One step up from Hideouses, Hatreds are scythe specialists. 
Their swings are fast and deadly. Either wait them out, or 
bait a swing to dodge before attacking. 


1st Climax/2nd Climax/3rd Climax 


PCO 


7 ENEMIES: Hideous (Twin Blades) x2, Hatred xl 


0174, 


ame 


This Verse has you dodging a lot of bladed weapons. Stay 
out of the crowd until you can dodge a stray swing, then 
move in and hit multiple enemies at once. 


co Climax 


ENEMIES: Hideous (Twin Blades) xl, 
Hideous (Gun) xl, Hatred x1, Resentment x] 


You have to deal with a long-range Hideous in this Verse. 
Look at the ground for a red line inching toward you, and 
dodge when you see it. Deal with the Hideouses and 
Hatred, and a Resentment shows up! Save the magic 
power you've been building up this entire Verse so you 
can use Umbran Climax when it arrives! 





Go for Pure Platinum! 


eee ren ccrecrs 


e SUGGESTED WEAPONS: Salamandra (Arms) 
The above strategies combined with Salamandra will yield 
Pure Platinum. 


Once you've disposed of the enemies, pull back a bit and 
look up and to the right to see small openings. Run along the 
wall and through those openings to find an Umbran Crow 
(9/20). Progress straight ahead to the next Verse. 








“TIME DAMAGE COMBO TIME DAMAGE COMBO ‘TIME DAMAGE COMBO TIME DAMAGE COMBO 


- 00:40 0 5880 00:40 0 $880 00:50 0 5880 01:05 0 17190 


00:50 300 3070 00:50 600 3070 01:00 1200 3070 01:15 3000 7960 
01:00 600 | 2370 01:00 1200 2370 01:10 2400 2370 01:25 4500 5650 





01:10  #$$1200 ~~ 1670 01:10 2400 1670 =~——01:20 4800 1670 01:35 6000 3340 
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ENEMY SPOTLIGHT: Fury 


The demonic counterpart to Compassion in terms of size 
and endurance, Furies hover around, diving toward their 
prey whenever they can. They can also spit balls that put 
Bayonetta into slow motion if they hit! 





1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 


8 


ENEMIES: Fury x5 

A small flock of Furies hovers around, attempting to make 
Bayonetta their prey. Rush in, and attack hard and fast, before 
they realize what hit them. 

Turn around, and follow the hidden branch to your left for this 
Chapter’s Muspelheim. 


SUGGESTED PURE PLATINUM WEAPONS: 
Salamandra (Arms) 





1st Climax/2nd Climax/3rd Climax 


MUSPELHEIM OBJECTIVE: You only deal damage 
during Witch Time. 


ENEMIES: Hideous (Dual Blades) x3, Hideous (Gun) xl 
The rules here are perfect—W/itch Time is when you want 

to be attacking such enemies anyway. Take out the first two 
blade-wielders, then go for the gun-wielding Hideous when 
it appears so he can’t snipe you. It’s okay to use a Torture 
Attack on one of the Hideouses to save time as well. 


co Climax 


MUSPELHEIM OBJECTIVE: You only deal damage 
during Witch Time. 


ENEMIES: Hatred, Hideous (Gun) x2 


You have to whittle a Hatred down to almost nothing before 
his buddies show up, but otherwise, the same strategy 
applies. Go for multiple enemies if you can! 
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01:46.84 


00:25 


00:35 


00:55 


01:30 | 


01:40 


0150 


200 


"00:45 400 


800 


200 


400 


600 


(aa 02:00 | 


2240 


1380 


160 


940 


Com bo Points 





00:25 


00:35 


00:45 | 


00:55 


01:30 | 
01:40 


01:50 


400 


800 


1600 


200 


400 


600 


02:00 — 


Go for Pure Platinum! 





aoe 


SUGGESTED WEAPONS: 
Rakshasa or Salamandra (Arms), Salamandra (Legs) 


ono 








It’s not a bad idea to combine the fastest melee weapon in the 
game with the most efficient score generator. Just keep the attacks 
coming fast and furiously during your Witch Time windows. 


BEATING THIS VERSE NABS YOU a Broken Witch Heart (19/40). 


The only thing left to do in this Chapter is face the boss. Go straight 
ahead until you reach the raised platform, then jump on it. 








5 80 TIME DAMAGE COMBO TIME DAMAGE COMBO 
880 00:25 ~—O 880 00:25 0 880 
650 00:35 «800 650 00:35 2000 650 
590 00:45 | 1600 - 590 00:45 4000 590 


540 00:55 3200 540 00:55 6000 540 





2240 01:30stié«i 2240 | 050} Oo | 2240 
1380 -01:40.~—=—.200 1380 02:00 +~—.200 1380 
160 01:50 «400 =Ss«dN60.——«CTD.s—Ss«400 1160 


940 02:00 600 940 02:20 += 600 940 
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ERSE 5 BOSS: MASKED LUMEN. 


1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 





Sa aiaddasA Mia hicibiiiakciadaccathdede taba tesiadeedaaiasaebaeanaaianinteniaabinebnaadeainiamnnidsiinmeiumimarimammanaamonanseenranrmrmeamenmmcarernrrcrr cE 


(4M. SUGGESTED PURE PLATINUM WEAPONS: 
SZ Rakshasa (Arms) 


severe nineueneeanemeueRNaC 


ENEMY: Masked Lumen (3 Phases) 
PHASE 1 


The Masked Lumen is back, and up to his old tricks, with a couple 
of new ones! He’s still got amazing staff skills, his fireballs, wolf 
form, and lightning ball. His summoned angels now appear faster 
than before. He now can fire a beam that traps you in slow motion 
if it hits you! You'll have to wiggle the Left Analog Stick to escape. 


Fortunately, even though the Lumen has changed, the way to beat 
him hasn’t. Dodge his attacks, then move in with Rakshasa, aiming 
to get in no more than four sword slashes with P Dodge out, and 
fire your gun to keep the combo going. Keep moving and firing 
until you can dodge another attack, and repeat. 


PHASE 2 


Phase 2 isn’t much different from Phase 1, but you do have a 
OnGunKIe <a * slightly smaller battlefield to work with. Keep on matching 
— aggression with aggression. 


PHASE 3 


The Lumen changes things up even more here, bringing in his 
flame geysers, a close range energy field, and the ability to have his 
huge background angel summon earthquakes and giant flaming 
rocks! Fortunately, you can interrupt these large angel summons in 
the moments prior, as you did in Chapter IV. 

Best the Masked Lumen this time, and he sends over a missile 
shower and lasers. Use the Quick Time Events to have your demon 
repel them, ending the Chapter. 










POST-CHAPTER SPOILS. 
6 Verse Cards (Insidious, Hideous, Hideous, Hatred, Fury, Masked Lumen) 


1ST CLIMAX 2ND CLIMAX 3RD CLIMAX co CLIMAX 





TIME DAMAGE COMBO DAMAGE COMBO : : ME = | DAMAGE COMBO. T : TIME ME DAMAGE “COMBO” | 
03:00 0 17190 03:00 0 7190 03:20 0 17190 03:40 0 17190 
03:30 500 7960 03:30 «2400 7960 03:50 -«-3600«S«7960~=«010.~—S«4800 7960 
04:00 1000 5650 04:00 3600 5650 04:20 4800 5650 | 04:40 6000 5650 
04:30 1500 3340 04:30 «4800» 3340-0450 «6000 3340 0510-7200 3340 





20000 20000 20000 20000 
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Bayonetta and Loki are now dangerously 
close to Inferno. In case it wasn’t clear 
from the previous Chapter, expect to start 
seeing a whole lot more demon activity 
from here on out! 

As soon as you start this Chapter, go 
straight ahead to pick up the Journal’s 
Echo A Seal. Move on ahead to 
encounter a new Infernal Demon enemy... 





CN 2 Ee See 





MEGA PURPLE MAGIC LOLLIPOP 
(STANDARD) VERSE 7 

START OF PART 2 

PORTAL TO THE GATES OF HELL 
LOKI PORTAL #2 

(STANDARD) VERSE 8 

LP PIECE 

HALOS 

LOKI PORTAL #2 


. (STANDARD) VERSE 9 

. MEGA GREEN HERB LOLLIPOP 
. UMBRAN CROW (11/20) 

. YELLOW MOON LOLLIPOP 

. (MUSPELHEIM) VERSE: 10 Yields 


Broken Moon Pearl (10/16) 


. BROKEN WITCH HEART (22/40) 
. (STANDARD) VERSE 11 
. LOKI PORTAL #3 

. MIDAS’S TESTAMENT 








19. 


LOKI PORTAL #3 


20. (MUSPELHEIM) VERSE: 12 Yields 


24. 
25. 


Broken Witch Heart (23/40) 


21. (STANDARD) VERSE 13 
22. 
23. FLIGHT TO END OF CHAPTER 


(STANDARD) VERSE 14 


MID-FLIGHT: Broken Witch 
Heart (24/40) 


LOKI PORTAL #1 


WITCH CONCOCTION 
INGREDIENTS 


. BROKEN MOON PEARL (8/16) 
. (LP PIECE) VERSE 5 

. JOURNALS ECHO 

29. 


(STANDARD) VERSE 6 
(After Returning from Verse 5) 


30. (START OF PART 1) 

31. JOURNALS ECHO 

32. (STANDARD) VERSE 1 
33. JOURNAL'S ECHO 

34. GREEN HERB LOLLIPOP 
35. (MUSPELHEIM) VERSE 2: 


Yields Broken Witch Heart (21/40) 


36. BROKEN WITCH HEART (20/40) 
37. (STANDARD) VERSE 3 

38. LOKI PORTAL #1 

39. UMBRAN CROW (10/20) 

40. (BOSS) VERSE 4 

41. JOURNAL'S ECHO 


(After Defeating Golem) 


. ENTRANCE TO THE GATES OF HELL 
43. FLIGHT TO PART 2: MID-FLIGHT: 


Broken Moon Pearl (9/16) 


al 
a 
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ENEMY SPOTLIGHT: Greed 


Greed loves to dart around looking for things to eat, and 
Umbra Witches are absolutely on the menu! If you try to 
deny him his meal, he'll try to cook it himself with fireballs, 
or freeze it for later with ice breath. Let him eat cake; stay 
away from his front, attack the sides and rear, and dodge 
his highly telegraphed elemental attacks. 


Ist Climax/2nd Climax/3rd Climax 


ENEMY: Greed x] 


You face a single Greed in this Verse, on a pretty small platform! 
Make sure he can’t get you from the front, because he'll bite 
and toss you aside. Aside from that, stay away from his claw 
attacks, fire, and ice, and attack him during Witch Time. 


co Climax 


ENEMIES: Greed xl, Hideous (Twin Blades) x2 


Having Hideouses around complicates matters, especially on 
the small battlefield, but fortunately they need to be close to 
you to do any real damage. Staying mobile is still your best bet. 
If you need to mount attacks from above, do so. Use the smaller 
space to bait attacks to dodge into Witch Time as well. 


Go for Pure Platinum! 


sete 


eo SUGGESTED WEAPONS: Salamandra (Arms) 


2038 











As it does with most enemies, Salamandra fillets Greeds 
quite efficiently. 


Go up the broken stairs, but make sure to jump up and to 
the left to find quite the bounty! First, open the chest to 
find a Green Herb Lollipop, then follow the edge of the 
outcropping to find a chest containing a Broken Witch 
Heart (20/40). Finally, go back to the first chest. Inside 
the nearby room is a Muspelheim. 









TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO. 


TIME DAMAGE COMBO. 
00:25 0 1230 00:25 0 1230 00:40 0 1230 00:55 0 5880 
00:35 450 850 00:35 900 850 00:50 1800 850 01:05 3000 3070 
00:45 900 760 00:45 1800 760 01:00 3600 760 01:15 4500 2370 


00:55 1200 660 00:55 2400 660 01:10 4800 660 01:25 6000 1670 
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1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 


wn saananan 


UGGESTED PURE PLATINUM WEAPONS: N/A 


daonbentawansiet 0% 











coovoom/anpryeeNentt 


MUSPELHEIM OBJECTIVE: 
You only deal damage with enemy weapons. 


ENEMIES: Hideous (Twin Blades) x2, Hideous (Gun) x]; 
co Climax: Pride xl 


This is another Muspelheim where all that matters is your 
personal speed and ability to attack multiple enemies at once. 
The twin blades are best used against multiple enemies, while 
the gun deals massive damage against a single foe. The wheel 
should be used a fair distance away from those enemies, but it 
rolls through anything in its path with impressive force. 





Head back the way you came and continue up the steps, picking 
up the Angels and Demons Journal's Echo along the way. Keep 
climbing, and when you reach the top, turn left and keep moving 
until you reach the next Verse. 


a 


‘TIME DAMAGE COMBO TIME DAMAGE COMBO 


1680 01:00 0 1680 01:20 0 1680 
1090 01:10 200 1090 01:30 200 1090 
950 #01:20 400 950 ~— 01:40 400 950 


800 01:30 600 800 01:50 600 800 
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1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 





SUGGESTED PURE PLATINUM WEAPONS: 
Salamandra (Arms) 








ENEMIES: Hideous (Twin Blades) x2, Hideous (Gun) x2; 
co Climax: Hatred (x1) 

This is a short but sweet Verse where the same strategy applies 
on any difficulty. Whether your foes are Hideouses or Hatreds, 
you have to dodge like a rabbit to avoid melee swings, and 
retaliate in kind. 


At the large platform just past The Gates of Hell, align yourself 
to the left—there’s an Umbran Crow (10/20) sitting on the 
rim. Move to the other side of the platform, and examine the 
deactivated Witch Walk Portal. Once you do so, it's boss time. 


1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 


SUGGESTED PURE PLATINUM WEAPONS: 
Salamandra (Arms) 











ENEMY: Golem 


Golem really dislikes Umbran Climax, so much so that it more 
or less freezes him in place. Thus, you should let him taste it as 
much as possible. 
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While you’re not using Umbran Climax, however, Golem 
fires lasers, and spins around and toward you while in his 
diamond form. He also changes into a sword and tries to 
slash you, and divebomb you as a bird. All of these forms 
are quite large. This means that all of the above listed 
attacks are easy to see coming and dodge into Witch Time. 


Finally, hit Golem enough times and he'll fall apart, 
exposing his core and leaving him even more helpless. 


In order to repair the portal, it’s time to take a little stop in 
Paradiso. Follow Loki back past the entrance to The Gates 
of Hell, and through the golden portal he constructs into 


the waterfall. 


Follow the broken path while keeping an eye down and to 


3070 


| 2370 ¢ 


1670 


01:10 


01:30 ae 


01:50 





1600 


3200 


4800 





the right for the Garden of God Journal’s Echo. Then go 
e main platform to fight some angels. 


3070 O110.=S3000—=S——s«850 
2370 01:30 »=S 4500 760 
1670 6000 660 


01:50 
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8) ie 





ENEMY SPOTLIGHT: Allegiance 


At first glance, Allegiance doesn’t look like he might %, 
be any more trouble than an Accolade. Then you 
realize that his flaming sword extends while you're 


trying to play keep-away, and he can send pieces of 1st Climax/2nd Climax/3rd Climax 


his shield to seek you out. His moves are slow but 





powerful, with one exception: the spinning slash he ENEMIES: Enrapture x1, Compassion x6, Allegiance x1 
employs if you try to sneak up on him from behind. Stop the Enraptured in his tracks before he can anger the Compassions, 
That one’s fast but powerful. then pop the balloons. When Allegiance shows up, run around in an 


attempt to hit him from the front and sides, and dodge any attacks that 
come up. Take advantage of all Witch Time opportunities! 


co Climax 
ENEMIES: Accolade (Twin Blades) x1, Compassion x6, 
Allegiance x2 


Go for the Compassions while you wait for the Accolade to give you a 
dodging opportunity. You have to fight two Allegiances this time, and 
the only course of action is to be as fast and aggressive as they are. If 
you try to be defensive, they will quickly overwhelm you. 


Go ror Pure Platinum! 





owen 


SUGGESTED WEAPONS: Salamandra (Arms) 


20009 








Be sure to taunt between the two enemy waves to ensure that 
your combo isn’t broken for the Verse. 


Once you’re done, go straight ahead and veer off to the left for a 
chest containing Witch Concoction Ingredients, then go to the 
large doors at the end of the straight path for a Broken Moon Pearl 
(8/16). You're done in Paradiso for now—time to go back. 

You'll now see the Guardian Journal's Echo where you fought the Golem. 
Don’t activate the portal yet, though! Instead, go back to the very 
start of the stage to trigger Verse 6. This one’s easy to miss. 


IST CLIMAX 2ND CLIMAX 3RD CLIMAX co CLIMAX 


DAMAGE COMBO. DAMAGE COMBO | : 











01:10 0 5070 01:35 0 26730 
01:20 1800 2740 01:55 3000 11970 
01:30 3200 2150 02:15 5000 8280 


01:40 4800 1570 02:35 7000 4590 
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1st Climax/2nd Climax/3rd Climax 


ENEMIES: Hatred x2 


Two Hatreds in a tight space can spell disaster if you let them 
double-team you. Run around the edges, darting in and out 
with attacks as necessary. Divide and conquer. 


co Climax 


ENEMIES: Hatred xl, Fury x5 


You have to do a little more jumping and Stiletto to vanquish 
the enemies here, but this should actually prove a little easier 
than in the lower difficulties because you have only one Hatred 
to deal with. Don’t get crowded! 


Go for Pure Platinum! 


0000 


fs) SUGGESTED WEAPONS: Salamandra (Arms) 








The above strategies with Salamandra are enough to gain 
Pure Platinum. 


Go back to the Witch Walk Portal and examine it to repair 
and activate it. 

While you're flying, note that one of the breakable objects 
is violet in contrast to the blue ones—that one contains a 
Broken Moon Pearl (9/16). Be sure to hit it! 

Up ahead, Loki activates a pole. Spin on it to open the way 
forward. 


Go straight on the platform, then straight on still. Across 
some floating platforms you'll find a chest containing a 
Mega Purple Magic Lollipop. Go back and attempt to 
advance up the steps to activate the next Verse. 


DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 


5880 00:45 0 5880 00:50 0 4730 
3070 01:00 1000 3070 01:00 3000 2550 
2370 01:15 2000 2370 01:10 | 4500 a] 2010 
1670 01:30 3000 1670 01:20 6000 1460 
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1st Climax/2nd Climax/3rd Climax 


ENEMIES: Greed x1, Hideous (Scythe) x2 


Hit and run against the Greed and Hideouses. You've got plenty 
of room to maneuver so there’s no point in wasting it. 


co Climax 


ENEMIES: Sloth xl, Fury x5 

Sloths make everything tougher! This battle will be a little faster and 
a little more airborne as Sloth jumps around and Furies try to flank 
you. Slash everything in sight and drop your guard against Sloth only 
when you think you have a chance of getting the drop on him. 


Go for Pure Platinum! 


cognopenon aOR IOCEOIOH 


SUGGESTED WEAPONS: 
[Ist Climax/2nd Climax/3rd Climax ] Salamandra (Arms); 
le ‘Climas] Rakshasa (Arms) 


eee eee YORE SPUN ANNA RMN TRSUN YVAN BNA LR EOP RU RRA MIA ERR LAA 





peoeaenceacensereerenunnanetunbieenneeeateneenea EOIN CopICN UNCON! 


Torture Attack 





The Sloth on o° Climax is going to make your day pretty tough. 
Lock blades with it. Salamandra is enough for the lower difficulties. 


With the way clear, go up the steps. There’s a portal to The Gates 
of Hell to the left. To the right, there’s another handy portal to 
Paradiso, courtesy of Loki. 

Don’t go through the portal—instead, jump around and past 


it! You find the Angelic Hymns Gold Le _ The Harmonious 
Blacksmith 2/3, then tri: 








TIME DAMAGE COMBO TIME DAMAGE COMBO _ TIME DAMAGE COMBO - TIME DAMAGE COMBO 





00:45 0 5880 00:45 0 5880 00:50 0 5880 01:10 0 7220 
00:55 300 3070 00:55 600 3070 01:00 1200 3070 01:30 3000 3670 
01:05 600 2370 01:05 1200 2370 01:10 2400 2370 01:50 5000 2780 
01:15 900 1670 01:15 1800 1670 01:20 3600 1670 02:10 7000 1890 
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1st Climax/2nd Climax/3rd Climax 


ENEMY: Greed xl 


This is a fight against a single Greed. However, it’s in a narrow 
space, meaning that it’s easier for him to get you from the front 
and chomp on you. Jump and dodge so that doesn’t happen. 


co Climax 


ENEMY: Sloth xl 


The narrow space actually works against the Sloth somewhat, 
as he won’t have as much room to jump around. However, his 
swordplay is still peerless, so be on your guard. 


Go for Pure Platinum! 


Jcootonoedeaocqeanbi tobe eireneniesestooteaopigcotaoonneoneaneHaSHieiiAaniMaereaeenscnecenacoNaRNanITaDEINEHIReUeHOnnOneneRnERISENIASECcHICDERORHDROCTIRHICNNIIAHH HMMM IMMA HNaNGOSEIIOSIOIOIIORIISIONEINTEANIN DEN HMHMH OHH 


SUGGESTED WEAPONS: 
[Ist Climax/2nd Climax/3rd Climax ] Salamandra (Arms); 
[co Climax] Rakshasa (Arms) 


UOC AMATO NEO OANA AERC NENA NNSA LSL SLE SINT NAAT TISAI 


Just as in last Verse, lock swords with Sloth, and slice Greed 
in two with Salamandra. 


Jump back around and go through the portal to enter a 
familiar courtyard from earlier in the game. 


COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 
1230 00:30 0 1230 01:10 0 2240 
850 00:40 1200 850 01:20 3000 1380 
760 00:50 2400 760 01:30 4500 1160 
660 01:00 3600 660 01:40 6000 940 
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1st Climax/2nd Climax/3rd Climax 


ENEMIES: Accolade (Hammer) xl, Accolade (Shield) x1 


Use the swings from the hammer Accolade to provide Witch Time oppor- 
tunities, then prioritize the shield Accolade. Simple, no muss, no fuss. 


co Climax 


ENEMIES: Gravitas x2 

On this difficulty, you’ve fought two Urbanes before. Treat this the 
same way, except, well, freezing instead of burning. Dodge their 
hammers, stay mobile, get underfoot, and use Umbran Climax ASAP. 


Go for Pure Platinum! 


AAO GHABLL EL Wine yin ne 


SUGGESTED WEAPONS: 
Salamandra (Arms), Alruna (Legs) 





ARID IRRORIERIDOL IONE OSETIA IA 


The Alruna provides minimal help in the lower difficulties, but 
holding K during Witch Time/Umbran Climax to slam Gravitases to 
the ground proves invaluable on co Climax. 

With the enemies cleared, you’re now free to open the two chests 
in this room's side alleys, containing some Halos and a Mega 
Green Herb Lollipop. 





Leave the room and you'll see some water ready and waiting, but 
before you go in, look up for an Umbran Crow (11/20). 


Jump into the water, and start swimming around the sunken 
church. In the first alcove to the right is a Yellow Moon Lollipop. 
Once you've gotten that, go to the adjacent alcove, swim toward 
the ceiling, and look around to see a Muspelheim. 





TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 





- 00:45 0 3750 00:45 — 0 3750 01:00 0 3750 01:20 0 38400 


00:55 200 2100 00:55 400 2100 01:20 800 2100 01:40 3000 16800 
01:05 400 1690 01:05 800 1690 01:40 1600 1690 02:00 5000 11400 


01:15 800 1280 01:15 1600 1280 02:00 3200 1280 02:20 7000 6000 
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Ist Climax/2nd Climax/3rd Climax 


MUSPELHEIM OBJECTIVE: 
Defeat all enemies without touching the ground once. 


= bh 
aol 


ENEMIES: Cachet xl, Compassion x3, Fidelity x] 

This Verse looks complicated at first sight, but it absolutely is not. 
\When the Verse starts, repeatedly press K while having Alruna 
equipped to your legs. Alruna will then proceed to do all of the work 
for you. Enjoy your Pure Platinum! 


co Climax 


MUSPELHEIM OBJECTIVE: 

Defeat all enemies without touching the ground once. 
ENEMIES: Fidelity x2, Cachet x2 

This Verse looks complicated, and it absolutely is! Jump to the center 
pillar and whip away the Fidelities. PPPPK with Alruna (Arms) 

and Chain Chomp (Legs) can put a hurt on all of them. When the 
Cachets show up, you must do a lot of jumping and Crow Within 

as platforms are destroyed, but stick to Alrunaa. If all else fails, come 
back with Rosa for extra damage. 


Go for Pure Platinum! 


soosanuaans 





SUGGESTED WEAPONS: 

[Ist Climax/2nd Climax/3rd Climax] Alruna (Legs); 
[co Climax] Alruna (Arms), 

Undine or Chain Chomp (Legs) 





rieranncsewnenn etna 


The shove ae will gain you the Pure Platinum with proper 
execution. Alternatively, if all else fails, the Rodin weapon will destroy 
everything in record time if you utilize its harp and blade functions. 





BEATING THIS VERSE NABS YOU a Broken Moon Pearl (10/16) 


Head to the end of the church to get into another fight, 
lickety-split! 


COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 
410 00:35°=«=s«sti(ité«iTSCs«é5 0) (ao 
980 00:55 200 980 01:00 200 850 
870 O'S «400 870 0110 = 400 | 760 
760 +=—01:35-—(ts«C 0 760 01:20 ~=— 600 660 
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1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 





SUGGESTED PURE PLATINUM WEAPONS: 
Salamandra (Arms) 


vetoes 








ENEMIES: Fidelity x3 

No matter the difficulty, you face three Fidelities—the only 
difference will be how quickly they’re moving. Unlike most 
underwater fights, however, you'll have lots of solid ground under 
you, SO you can maneuver a little better than usual. Avoid the 
mines that Fidelity lays, and either use Stiletto or swim with Snake 
Within to close in on the angels and put them down. 


After the fight, Loki creates a portal out of Paradiso. Swim up and 
check the balconies on the way for a chest containing a Broken 
Witch Heart (22/40). 

Once you jump out of the portal, you see a Muspelheim to your left. 





DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO. 





00:40 | 0 | 2930 00:40 | 0 2930 00:50 0 | 2930 01:00 | 0 : 2930 
01:00 200 | 1710 01:00 400 1710 01:10 800 1710 01:20 2400 1710 
0120 © 400« 0.20 800-SsmO.Ss«30.«S«KODs=“iwIO.SCOM.S 4400S HO 
01:40 800 1100 01:40 1600 1100 01:50 3200 1100 01:50 6400 1100 
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1st Climax/2nd Climax/3rd Climax 


MUSPELHEIM OBJECTIVE: 
Defeat all enemies using a single combo. 


ENEMIES: Fury x6, Hideous (Twin Blades) xl, 

Hideous (Gun) xl, Hideous (Scythe) x] 

This is an excellent Verse to practice your Dodge Offset skills. Every 
time you concentrate on an enemy, another one will be looking to 
hit you from the side. Keep an eye on Bayonetta’s surroundings, and 
dodge all would-be flankers! 





co Climax 


MUSPELHEIM OBJECTIVE: 
Defeat all enemies using a single combo. 


ENEMIES: Malicious x1, Resentment xl, Greed x1, Fury x10 


All of the fun punching bag enemies have been replaced with enemies 
that can restrain you in some way, breaking your combo. Boo. Employ 
the same strategies as in the lower difficulties, but stay mobile and 
pick your hits. Don’t get close to an enemy unless it’s on your terms! 


Go for Pure Platinum! 


UGGESTED WEAPONS: Salamandra (Arms) 


in einer et 


S 





The above strategies work well with Salamandra. 


BEATING THIS VERSE NABS YOU a Broken Witch Heart (23/40) 


Once you come out, check the room for a small doorway 
leading to a chest containing a Midas’s Testament. 


Now you’re ready for the great escape! Go back to the 
staircase and start climbing. 








12480 =: 01:00 0 12480 01:40 0 38400 
5950 01:10 200 5950 01:45 200 16800 
4320 01:20 400 4320 01:50 $400 11400 


2690 01:30 600 2690 01:55 600 6000 
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VERSE 13 


1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 


fs) SUGGESTED PURE PLATINUM WEAPONS: N/A 
ENEMY: Golem 


Use Panther Within and run to the top as fast as you can! This 
is simple enough, but Golem is fast. Don’t be intimidated! 
When you reach the top, you’re greeted by one more portal 
to The Gates of Hell. Use it if you need it, then go onto the 
platform for the Chapter’s last battle. 





VERSE 14 





ENEMY SPOTLIGHT: Pride 


Pride looks a lot like Pain, so much so that you might not 
think it’s a different enemy at first. It also attacks a lot like 
Pain, and causes about as much pain as Pain when it hits 
you. It is, however, a different color and is normally on fire. 
Keep that point in mind—it’s important. 





1st Climax/2nd Climax/3rd Climax 


ENEMIES: Pride xl 

A single Pride is a challenging, but winnable fight. As with Pain, 
simply watch how it works, and don’t be in the way of its lunges 
or charges. 


co Climax 


ENEMIES: Resentment x3 

You absolutely need to use Umbran Climax here to have an 
easier time. Use items if you have to. Three Resentments 

in one place is an extremely dangerous combination. 

With Umbran Climax active, use your ability to stagger 

the Resentments and attack them all at once. Without 
Umbran Climax, dodge and counter their beams, claws, and 
slithering attacks as best you can, but know that you're at a 
disadvantage until you can get your magic up. 
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Go for Pure Platinum! 


SUGGESTED WEAPONS: 
Salamandra (Arms, Legs) 


TIME 
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The above strategies with Salamandra are enough. 


Examine the Witch Walk Portal to repair it, then jump 
through. As you jump through the portal, keep an eye 
out for the Broken Witch Heart (24/40) in the red 
breakable object to the left! 
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Welcome to the real Gates of Hell—the 
ones that must be passed through to 
reach Inferno and rescue Jeanne! Of 


course, the Gates don’t let just anyone in. 


When the Chapter starts, Loki raises a 
pole. Don’t take the bait. Instead go to 
the right of the platform you’re on, and 
jump across two more platforms to reach 
a Verse that using the pole would have 
rendered null and void! 


CON SP SS 


(BOSS) VERSE 7 & (BOSS) VERSE 8 
LP PIECE (UNDERNEATH) 
(STANDARD) VERSE 6 

(STANDARD) VERSE 5 

ENTRANCE TO THE GATES OF HELL 
LOKI PORTAL #2 

UMBRAN CROW (13/20) 

LOKI PORTAL #2 

(STANDARD) VERSE 4 


| ENEMIES | SECRETS/EXTRAS | BEHIND THESCENES 





10. LOKI PORTAL #1 
11. LOKI PORTAL #1 
12. MEGA BLOODY ROSE LOLLIPOP 


13. (MUSPELHEIM) VERSE 3: Yields 
Broken Witch Heart (25/40) 


14. UMBRAN CROW (12/20) 

15. (STANDARD) VERSE 2 

16. (STANDARD) VERSE 1 

17. BROKEN MOON PEARL (11/16) 


PRIMA OFFICIALGAME GUIDE 139 : WALKTHROUGH: CHAPTER IX 








TIME 


00:45 


00:55 


01:05 


01:15 


DAMAGE 


250 
500 


750 


10500 = 00:45» 
5100 00:55 
3750 01:05 


2400 01:15 








0 


500 


1000 


1500 








Ist Climax/2nd Climax/3rd Climax 


ENEMIES: Hideous (Gun) x3, Fury x6 

Keep your Dodge Offset primed! Any time you see a red line 
on the floor, you’re about to get shot at. Dodge away when 
that happens and quickly continue your combo elsewhere. 


co Climax 


ENEMIES: Greed xl, Fury x6 

The enemy placement here is actually a little easier, because 
there’s now only one ground-based enemy to concentrate on 
instead of three with distance armaments. However, it’s still 
a Greed, so keep on your guard in the small space as you look 
for Witch Time opportunities. Hit multiple enemies at once! 


Go for Pure Platinum! 


ese 


SUGGESTED WEAPONS: Salamandra (Arms) 


speoanncote eat 


The above strategies using Salamandra will work for 
attaining Pure Platinum. 


Head back to the large pole, and spin to activate it. A new 
trail opens up. Follow this trail to the next Verse. 


Eee 


BO. TIME DAMAGE COMBO 


10500 00:50 0 — 10500 0055 0 | 5880 
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ENEMY SPOTLIGHT: Malicious emit OB 
Malicious is to Inferno what Enrapture is to Paradiso: Something y " 

you should kill right away so that it can’t anger nearby enemies! 
Instead of draining your magic, Malicious binds youtothe <= 
ground with demonic magic, leaving you vulnerable for his allies. 


4 
e “€ombo. Points... 
*L50 


2 0238, Ist Climax/2nd Climax/3rd Climax 


er" 35 


a 


DO 52 ENEMIES: Malicious x1, Fury x4 


AS ee SZ 


Prioritize the Malicious, but if any Furies get in your way, 
smash through them to get to your real target. 


co Climax 


ENEMIES: Malicious xl, Greed x2 


Destroy the Malicious first so that you have the luxury of 
running around against the Greeds. With the low ceiling, high 
aerial maneuvers are out, so use Panther Within and your 
dodging skills to slip your hits in! 


Go for Pure Platinum! 


(S} SUGGESTED WEAPONS: Salamandra (Arms) 


SR RUD RROLEOC EO IED RNS RIOD PRR IORI A PERT OBR FETTER DIC SO ORIOLE EEO ULI oR OORT HOT NEUROCHEM NOIR RUEE MASEL oIG ete 





The above strategies will work just fine for getting Pure 
Platinum, as long as you're fast. 





Pick up a few spoils once you've bested Verse 2. Head 
forward, towards the square building up ahead. On the 
leftmost broken column you can see an Umbran Crow 
(12/20). Continue along the outer path and around to 
the left, then take the staircase to the right side. You see 
an Umbran Witch Resting Place containing a Broken 
Moon Pearl (11/16). 

On the right edge of this structure is a chest containing a 
Mega Bloody Rose Lollipop. Finally, g0 back into the 
structure; near the right side of it is one of the game's 
harder Muspelheims. 





The pieces are set in a path leading around 
the outside of the dilapidated building. Circle the 
perimeter while looking up to grab them. 


TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 





00:28 0 1680 00:28 0 1680 00:28 0 1680 01:05 0 10500 
00:38 300 1090 00:38 600 1090 00:38 1200 1090 01:15 2000 5100 
00:48 600 950 00:48 1200 950 00:48 2400 950 01:25 4000 3750 
00:58 900 800 00:58 1800 800 00:58 3600 800 01:35 6000 2400 
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COMBO TIME DAMAGE 
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1410 01:05 400 


1100 01:10 600 
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Ist Climax/2nd Climax/3rd Climax 


MUSPELHEIM OBJECTIVE: 
Defeating enemies will partially restore the timer. 
ENEMIES: Malicious xl, Hideous (Gun) x2, Greed x! 


Destroy the Malicious, then smack up the Hideouses. When 
Greed appears, you should have enough magic power to 
activate Umbran Climax and make short work of him, too. 


co Climax 


MUSPELHEIM OBJECTIVE: 
Defeating enemies will partially restore the timer. 
ENEMIES: Resentment x], Pain x1, [LOOPING] Fury x4 


What you have here are two highly resilient enemies who 
won't go down easily. Use the spawning Furies to fuel the 
timer so you can whale away on the big fish. 


Go for Pure Platinum! 


SS) SUGGESTED WEAPONS: Salamandra (Arms) 


etneooaosencesaoeeseneaorraenesanromTONtTD 





Use the above strategies to come out with Pure Platinum. 
On co Climax you have to be especially efficient. 


BEATING THIS VERSE NABS YOU 
a Broken Witch Heart (25/40) 


Finally, go into the portal that Loki has created at the back 
of the building. You get the keys to advancing through the 
stage...and yet another warm angelic welcome. 





COMBO TIME DAMAGE COMBO - TIME DAMAGE COMBO 
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1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 





SUGGESTED PURE PLATINUM WEAPONS: 
Salamandra (Arms), Alruna (Legs) 








mtomnenene 


ENEMIES: Allegiance xl, Acceptance (Spear) x2, 
Gravitas x1; co Climax: Accolade (Shield) x2, 
Enrapture xl, Belief x2 


This Verse has two sets of enemies, but the same general 
strategy. For the first wave, dodge the attacks of the Accep- 
tances (or Accolades), and destroy the more powerful 
enemies in either version of the Verse during Witch Time. 
When the heavy enemies (Gravitas, Beliefs) show up, whip 
them to the ground by holding K during Witch Time/Umbran 
Climax, then slice for all you’re worth! 






After the Verse, head forward and out through a newly 
created portal! Once you're out, look around the glowing 

platform you're on to see an Umbran Crow (13/20). There 
is also a portal to The Gates of Hell (no, the other one) here. 


A path of broken steps leads to the end of the stage, but 
don’t go there just yet. Instead, look to the left and jump to 
the round platform. 











IME DAMAGE COMBO TIME DAMAGE ) TIME DAMAGE COMBO TIME DAMAGE COMBO ~ 
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1st Climax/2nd Climax/3rd Climax 


ENEMIES: Malicious x2 


Two Maliciouses without backup are dangerous, but they’re 
still a twin pair of punching bags. Go ahead and punch. Keep 
an eye on the ground so you don’t get restrained. 


co Climax 


ENEMIES: Malicious x1, Hideous (Scythe) x2 


Here you have a Malicious powering two Hideouses, which 
is a bit harder. Prioritize the Malicious, using Dodge Offset to 
keep your combos going on the small battlefield. 


Go for Pure Platinum! 





e SUGGESTED WEAPONS: Salamandra (Arms) 


oe 


Efficient use of above strategies using Salamandra will ensure 
Pure Platinum. 





Once you've won here, turn around and you'll see two paths: 
the way you came, and a lower path to the left. Take this lower 
path to its conclusion to receive the Angelic Hymns Gold LP 
The Harmonious Blacksmith 3/3. From here on in, it’s 
hammer time. Go to The Gates of Hell on the same platform 
you found the last Umbran Crow to receive the Takemikazuchi, 
then go up the main path of broken steps. You have one more 
Verse to deal with before reaching the top. 


DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 
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VERSE 6 


Pi wes: 1st Climax/2nd Climax/3rd Climax/ 
Sees §=—00 Climax (Go for Pure Platinum!) 








SUGGESTED PURE PLATINUM WEAPONS: 
Salamandra (Arms) 





ENEMIES: Fury x6 

Destroy the Furies and move on. However, don’t move 
on before destroying the Furies, or you'll lose the Verse 
altogether! Stay in a single general area. 


With nothing in your way, head to the summit and get ready 
for a boss doubleheader, starting with a grudge rematch! 








DAMAGE “COMBO 
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1st Climax/2nd Climax/ 
3rd Climax/co Climax 
ENEMY: Golem 







Golem-fighting strategy hasn't 
changed much between 
Chapters. He’s still slow 

and easy to predict. 

However, his bird form can now 
project sonic screams, and he can also 
change into a bull, complete with charge 
attacks and tail guns! Like last time, he 
doesn’t like Umbran Climax-powered 
attacks much, so stock up on magic power. 


Beat Golem this time and you get a climactic Quick Time Event 
that should prove cathartic to those with memories of the 
original Bayonetta. Bump, set, spike! 


Go for Pure Platinum! 





SUGGESTED WEAPONS: Salamandra (Arms) 


pcre 





Just like last time, Golems are allergic to chainsaws. 
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Ist Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 
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SUGGESTED PURE PLATINUM WEAPONS: 
Rakshasa (Arms) 


AkCombo Poi 
ee =f05 
Lae 


co 








ENEMIES: Prophet (2 Phases) 


Prophet first appears before you as an apparition, and he also brings 
a level of offense you haven’t seen until now. He sprouts energy 
arms to punch at you, smash you, or push you away. He also tries to 
restrain you with energy projected from below, much like Malicious. 
If you get hit, you’re temporarily encased in a bubble and have to 
wiggle the Left Analog Stick to escape. Large laser blasts and energy 
blades are also part of his repertoire. 


Partway through the battle, Prophet tosses a huge tower at 
Bayonetta. Press buttons during the Quick Time Event to teach him 
why that’s a bad idea. After this sequence, however, Prophet starts 
hurling chunks of debris every so often during the main fight. 


With all of this firepower, how does one beat him? Prophet is 
actually vulnerable to the same offensive strategy as the Masked 
Lumen (and with quite a few bosses it'll stay that way until morale 
improves). Dodge any of the attacks, move in and use up to four P 
slashes with Rakshasa, dodge out, and fire your gun until you dodge 
another move. Keep your combo going as long as possible, and don’t 
flub any dodge maneuvers (oh, and don’t get hit, naturally), if you 
want to walk away with Pure Platinum. 


2 Verse Cards (Malicious, Prophet) 


_ DAMAGE COMBO TIME DAMAGE COMBO. TIME DAMAGE COMBO 
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VERSE 13 

MEGA PURPLE MAGIC LOLLIPOP 
(STANDARD) VERSE 10 

BROKEN WITCH HEART (30/40) 


(STANDARD!) VERSE 11: 
Yields Broken Witch Heart (29/40) 


(MUSPELHEIM) VERSE 9: Yields 
Broken Witch Heart (28/40) 


UMBRAN CROW (15/20) 
MEGA GREEN HERB LOLLIPOP 


9. 


10. 


11. 


iz. 
13. 
14. 
15. 
16. 
17. 
18. 





Welcome to Inferno! This chapter lives up to its name, 
as every step Bayonetta takes leads her deeper and 


(LP PIECE) VERSE 8 

(STANDARD) VERSE 12 

BROKEN MOON PEARL (12/16) 
(STANDARD) VERSE 6 

MEGA YELLOW MOON LOLLIPOP 
(LP PIECE) VERSE 7 

JOURNALS ECHO 

ENTRANCE TO THE GATES OF HELL 
(BOSS) VERSE 5 

(LP PIECE) VERSE 3 


deeper into the unknown. 


Go straight ahead and collect the Overseer of Inferno 
Journal’s Echo. Then back up a bit and go to the right 
to access a Muspelheim. Brace yourself for a decent 
amount of backtracking through this maze-like stage. 


19. MIDAS’S TESTAMENT 
20. UMBRAN CROW (14/20) 
21. (STANDARD) VERSE 2 
22. JOURNALS ECHO 


23. (MUSPELHEIM) VERSE 1: Yields 
Broken Witch Heart (26/40) 


24. (STANDARD) VERSE 4 
(during the fall) 


25. BROKEN WITCH HEART (27/40) 


PRIMA OFFICIAL GAME GUIDE 148) PRIMAGAMES.COM/BAYONETTA2 





INTRO | GAMEPRIMER | COMBATPRIMER | ADVANCED COM HROUGH | ENEMIES | SECRETS/EXTRAS | BEHIND THE SCENES 


01:19.48 emies. Witch Time 





eg iplolmee - Me lesaitiete: "oO 
LAr { 
£2? 62630 


Hes, 1st Climax/2nd Climax/3rd Climax 


an WARY. 
¢ I wom MUSPELHEIM OBJECTIVE: Defeat all enemies. 
Witch Time cannot be activated. 


ENEMIES: Hideous (Twin Blades) x1, 
Hideous (Scythe) x1, Malicious x1 


Down the Malicious first, as you don’t want the Hideouses 
to be moving faster than they already do without Witch 
Time. Then go for the Hideouses in any order you wish. 


co Climax 


MUSPELHEIM OBJECTIVE: Defeat all enemies. 
Witch Time cannot be activated. 
ENEMY: Greed x] 


Greed can be a tough battle, but it has a tremendous 
number of dodgeable attacks, almost all of which involve 
Greed rearing back first. Note which attacks are coming 
toward you and react accordingly. 


Go for Pure Platinum! 


SUGGESTED WEAPONS: 
Salamandra (Arms) 


pensnonnosanaenennenae: 





The above strategies with Salamandra are sufficient 
for Pure Platinum. 


Once out of the Muspelheim, go back along the 
straight path to trigger Verse 2. 


BEATING THIS VERSE NABS YOU 
a Broken Witch Heart (26/40) 
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1st Climax/2nd Climax/3rd Climax 


ENEMIES: Hideous (Scythe) xl, Fury x6 

Dodge back and forth amid all of these enemies, and watch 
your surroundings at all times to make sure you’re never 
flanked. Patience is the key here—you face much opposition 
onasmall battleground. Attack relentlessly, but not 
recklessly, until all your foes are slain. 


co Climax 


ENEMIES: Hatred x2 

Hatreds may hit harder, but there are now far fewer enemies 
onscreen to keep track of. Use this to your advantage and 
stay just outside of their attack range. Dodge their scythe 
swings, retaliate, then repeat. Watch out, as two Hatreds 
mean lots of fast swings! 


Go for Pure Platinum! 


PARRA 


WEAPONS: Salamandra (Arms) 


ca 





The above strategies with Salamandra are sufficient for 
Pure Platinum. 


Now look to your right to see some platforms leading left and 
right. The right path leads to a chest containing a Midas’s 
Testament. On the platform between your current location 
and the rock formation at the end, there’s an Umbran Crow 
(14/20) that’s easy to miss. Don’t. 


Follow the path along the rock formation to trigger Verse 3. 
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Ist Climax/2nd Climax/3rd Climax 


ENEMIES: Greed x2 


Two Greeds may seem like a daunting task, but it’s actually rife with 
Witch Time opportunities! As with all such fights, don’t get crowded. 
The rock you're on for this Verse is bigger than the last, so don’t be 
afraid to momentarily retreat to a clear spot and regroup. 


co Climax 


ENEMIES: Pain xl, Hideous (Twin Blades) x2 


Use the Pain’s telegraphed maneuvers to provide opportunities to 
achieve Witch Time, then go for the more easily destroyed Hideouses 
first. Once they're taken care of, engage Pain one-on-one! 


Go for Pure Platinum! 





side 





sreenncenoeacenne 


‘S) SUGGESTED WEAPONS: Salamandra (Arms) 





The above strategies with Salamandra are sufficient for Pure Platinum. 


BEATING THIS VERSE CAUSES the appearance of the Angelic Hymns 
Gold LP Matthaus-Passion O Haupt voll Blut und Wunden 1/3. 





Head back to the main path and progress forward, jumping across 
platforms until... 


DAMAGE COMBO TIME DAMAGE COMBO TIME DAM 
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VERSE 4 


Ist Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 






(S) SUGGESTED PURE PLATINUM WEAPONS: N/A 


ENEMIES: Scolopendras (Multiple) 


This Verse has Bayonetta falling a long distance, with Scolopendras 
constantly trying to tag her. First move Bayonetta to the lower right, 
then to the left so that the Scolopendra misses her. 

Stay near the center for the next few Scolopendras, adjusting down 
and to the right as they come close. 


Move up for the next one. 





Finally you'll move into a monstrous column. There's a Broken Witch 
Heart (27/40) in the center as you fall—be sure not to miss it! 


As long as you didn’t get hit, you should get Pure Platinum for this Verse. 
Out of the frying pan and into the fire! Quite literally, in fact. 





Be sure not to dodge using the Evade button 
while falling! Bayonetta’s descent will slow, which 
increases the possibility of losing the Pure Platinum 
medal for the Verse by way of a lowered Time score. 


Ae | a. oe AMAGE = \ oMBO TI TIME DAMAGE COMBO 
00:38 | 00: | aa 6 00:38 TH ese 
een 29 = Se Gas aoe se 
| | 4800 | 0 6000 Si 


BOSS BONUS | 





You will always be awarded a Platinum Score medal for this verse. If you make it to the bottom in 
38 seconds or less, you will get a Platinum Time medal, otherwise Gold. 
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VERSE 5 BOSS: 
PHANTASMARANEAE 





1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 





SUGGESTED PURE PLATINUM WEAPONS: 
Salamandra (Arms), Alruna (Legs) 








ENEMY: Phantasmaraneae 


Arachnophobes beware! The only thing more fearsome a giant spider is 
quite possibly a giant spider on fire. 

Phantasmaraneae is another one of those large enemies that manages to 
move quite fast! It’ll jump around and try to stomp you, swipe at you with 
its legs, burrow underground to resurface directly under you, and spit 
fireballs, either in sequence or in a spread formation. It can spin a web on 
the walls and use it as a perch to pick you off from. Finally, it can produce 
offspring that make your task harder by sheer force of crowding. 


Every single one of these attacks has a tell. Anticipate the burrowing 
attack by looking at the ground. The fireballs are large and move slowly 
enough to be dodged, even on co Climax. Phantasmaraneae rears back 
before the swipes, and the stomps are self-explanatory. Just look for these 
tells, and dodge accordingly. Like most enemies, Phantasmaraneae’s 


pretty helpless while in Witch Time, so keep it there as long as possible. 





Once you've doused Phantasmaraneae, look for the big vine witha 
large eye embedded in its base. This eye responds to shows of great 
power. You’re Bayonetta. Do what you must. 

Destroying the eye causes the vine to stretch, creating a trail to 

run across. On the other side of it, you run smack into the Balance 
Journal’s Echo, as well as an entrance to The Gates of Hell. Continue 
straight ahead for the next battle. 
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BOSS BONUS 
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ENEMY SPOTLIGHT: Resentment 


Over the course of Bayonetta 2, you'll come to resent Resentment quite 

a bit. She’ll do everything she can to hit you with flanking swipes and wrap 
you up in her snakelike body. However, by far the most damaging attack 4 , 
she has is her de-aging beam. If you’re hit with it, you’re turned into LE? 
a helpless child, vulnerable to b eing grabbed and consumed by 4. p 
Resentment for an instant trip to the Continue screen!! Should “”’ you get 

hit by the beam, activate Umbran Climax to instantly revert to normal. 


1st Climax/2nd Climax/3rd Climax 


ENEMIES: Greed xl, Hideous (Gun) x3, Resentment x] 


Save your magic power as much as you can while fighting the 
first wave of enemies. You want at least one large orb of magic 
power going into the second wave. Once Resentment shows 
up, unleash Umbran Climax at your discretion. 


co Climax 
ENEMIES: Pride xl, Hideous (Gun) x2, Resentment x2 
ae The strategy here is the same as at the lower difficulties, 
aan except you have two Resentments to deal with. Try to attack 


both at the same time during Umbran Climax! 


Go for Pure Platinum! 


SUGGESTED WEAPONS: 
Salamandra (Arms), Alruna (Legs) 


eseneennnnnesnanete “ 





Using long slices with the Salamandra is enough to get the 
Pure Platinum medal, as long as you remember to taunt 
between the two enemy waves. If you’re feeling daring, 
hold K during Witch Time or Umbran Climax and toss the 
Resentments to the ground! 


Instead of activating the next vine, look up and to the right side 
of the area to see a chest containing a Mega Yellow Moon 
Lollipop. Grab it and continue along this new path to reach 
the Angelic Hymns Gold LP Matthaus-Passion O Haupt 
voll Blut und Wunden 2/3. Grabbing this, however, triggers 
a Verse, so be ready to fight! 








TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 


02:10 0 26360 02:10 0 26360 02:10 0 26360 02:20 0 95870 
02:20 450 11800 02:20 900 11800 02:20 1800 1800 02:30 3000 40330 
02:30 750 | 8160 02:30 1500 8160 02:30 3000 8160 02:40 4500 26440 
02:40 | 1050 4530 02:40 2100 4530 | 02:40 4200 4530 02:50 6000 12560 
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1st Climax/2nd Climax/3rd Climax 


ENEMIES: Resentment x2, Fury x4 

Two Resentments in the same place are bad news! Dodge 
absolutely everything you can and counterattack until you 
have enough energy for Umbran Climax, then spend it and 
unleash as much pain as possible. Furies show up after you 
dispatch one Resentment. 


co Climax 


ENEMIES: Sloth xl, Fury x4 

Even a single Sloth is as much bad news as multiple 
Resentments. Constantly chase him around and try to hit him. 
Take care of the Furies at the same time as you engage Sloth. 


Go for Pure Platinum! 


LAB IE nah hobo ORO 


@ SUGGESTED WEAPONS: 


[Ist Climax/2nd Climax/3rd Climax] Salamandra (Arms), 
[eo Climax] Rakshasa (Arms) 


soc rae roneooaonaToeReAe AUCH 


eevenennesnoacacoe 2B0CUbr 








ON 





Against Resentments and Sloths, Salamandra and Rakshasa 
are your best bets. You have to dodge their attacks and 
retaliate during Witch Time, which isn’t easy, but it is 

doable. Umbran Climax can give you an edge against the 
Resentments. 


Go back and activate the vine you passed up, then travel 
across it! Once you're off, take a quick turn to the right and 
grab the Mega Green Herb Lollipop in the chest, then 
activate the next vine ahead. This one takes you to a chest 
containing the Angelic Hymns Gold LP Matthaus-Passion 
O Haupt voll Blut und Wunden 3/3, but before you can 
claim it, you'll have to prove yourself worthy. 








TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 


01:10 0 14710 01:10 0 14710 01:30 0 14710 01:45 0 7220 
01:20 400 6900 01:20 800 6900 01:40 1600 6900 02:00 5000 3670 
01:30 800 4950 01:30 1600 4950 01:50 3200 4950 02:15 6500 2780 


01:40 1200 3000 01:40 2400 3000 02:00 4800 3000 02:30 8000 1890 
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TIME DAMAGE COMBO 


01:00 
01:10 


01:20 


01:30 


0 


400 


800 


1200 


17190 


7960 


5650 


3340 


TIME 


01:00 


01:10 


01:20 


01:30 








Ist Climax/2nd Climax/3rd Climax 


ENEMY: Pride x] 


Use the same strategies you've been using against Pains and Prides. 
Watch its body to see when it’s rearing back for an attack, then 
counter during Witch Time. 


co Climax 


ENEMIES: Malicious x3 

Three Malicious can be trouble if you’re not careful. Engage them one 
by one with all of your attack power, dodge their melee strikes, and 
keep an eye on the ground to make sure they don’t pull any funny 
tricks with subterranean attacks. 


Go for Pure Platinum! 


soceuacoseocweodavoonunoscoctucopenaeecanaCnU 


@ SUGGESTED WEAPONS: Salamandra (Arms) 





Salamandra with the above strategies works perfectly for this Verse— 
ironic given the contents of the chest in the area. 





Now that you’ve clearly proven yourself worthy, grab the LP Putting 
all 3 LP pieces together gives you access to the Salamandra, the single 
best tool on your side for gaining Pure Platinum ranks in the game, the 
next time you hit up The Gates of Hell. 


Backtrack along the vine, but before turning right and back onto the 
main path, turn left just past the chest where you got the Mega Green 
Herb Lollipop. This takes you across the vine we originally came in on. 
Bear right as you exit the vine and you come across a chest containing a 
Broken Moon Pearl (12/16). 

Now turn back, re-cross the vine, then go left, back onto to the original 


main path. Follow it and you'll see an Umbran Crow (15/20) anda 
Muspelheim close together. Grab the bird and enter that portal! 


DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 


0 17190 01:10 0 17190 01:20 0 2930 
800 7960 01:20 1600 7960 01:30 2000 1710 
1600 5650 01:30 | 3200 5650 01:40 4000 1410 

2400 3340 ~=—— 01:40 4800 3340 01:50 6000 N00 
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TIME 
00:35 
00:45 
00:55 


01:05 


Witch Time - 


Combo Points 





DAMAGE COMBO TIME 


0 


200 


400 


600 


1230 00:35 
850 00:45 
760 00:55 
660 01:05 
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Ist Climax/2nd Climax/3rd Climax 


MUSPELHEIM OBJECTIVE: 
Defeat all enemies without taking a single hit. 


ENEMY: Greed xl 

Fighting a Greed gives plenty of Witch Time opportunities, but in this 
case there’s absolutely no room for error. If you want, bring the Moon 
of Mahaa-Kalaa and Pulley’s Butterfly accessories to act as potential 
barriers. Otherwise, dodge all attacks and counter until the Greed is 
destroyed. 


co Climax 


MUSPELHEIM OBJECTIVE: 
Defeat all enemies without taking a single hit. 


ENEMY: Sloth x] 


Bar none, this is one of the toughest Verses in the game. A Sloth on co 
Climax is utterly relentless. Bring your Rakshasa swords and prepare 
to constantly retry this Verse until you know every single one of Sloth’s 
maneuvers inside and out. Again, the Moon of Mahaa-Kalaa and 
Pulley’s Butterfly can help turn the tide in your favor. 


Go for Pure Platinum! 
SUGGESTED WEAPONS: [Ist Climax/2nd Climax/3rd 
Climax] Salamandra (Arms), [co Climax] Rakshasa (Arms) 











Aiming for a perfect Damage score is moot, because you're not 
allowed to get hit in this Verse anyway. With that in mind, follow the 
above strategies with the suggested weapons. 

Proceed along the main path past the Muspelheim. When the ground 
starts to shift, you know you’re on the way to the next battle. 


BEATING THIS VERSE NABS YOU a Broken Witch Heart (28/40). 





0 1230 00:35 0 1230. | OhOO | Oy: | 2240 
200 850 00:45 200 850 01:05 200 1380 
400 760 00:55 400 760 | O10 | 400 | 60 


600 660 01:05 600 660 01:15 600 940 


WALKTHROUGH: CHAPTER X 











ENEMY SPOTLIGHT: Sloth 
Arguably the toughest non-boss enemy in the game, Sloths have six 
swords and a sixth sense. It’s insanely hard to keep a combo going on 
them, but they have no problem performing one on you. Your best bet 
is to stay as mobile as they are, and match them combo for combo, 
whether that means guns or as many quick slashes as possible. 


1st Climax/2nd Clima ; /3rd Climax/ 
co Climax (Go for PurelPlatinum!) 


SUGGESTED PURE PLATINUM WEAPONS: 
Rakshasa (Arms, Legs) 


ENEMIES: Sloth x1; co Climax: Sloth x2 


As stated above, there’s no easy way to handle a Sloth (much less 
two on co Climax). It’s telling that there aren’t many instances 

of these enemies in the game. Fighting a Sloth is a battle of wits, 
where you must constantly take past experiences into account. 
Sloths can strike from above, then strike again after you’ve already 
dodged their downward lunge. They can also perform an array of 
sword slashes that hit in all directions, or project energy straight 
toward you. And they do all this while moving in a very unpre- 
dictable manner. Stay as mobile as they are and commit their 
attacks to memory while dealing your best counters. Never let off 
the pressure, otherwise your combo will break easily. 








Acomba Points — 
4 0000, . | 
<I If all else fails, you can take it down with a Torture Attack, but do 


4 = "y 5 


“. 


yas ee that only as a last resort because that pretty much forfeits the 
ability to score a Pure Platinum. 


You see a vine and a passageway as progression options. Ignore 





sf e ; the vine for now and go through the passageway, past a certain 
hot << shimmering apparition that we will also ignore for now. Follow the 
0 MEGATQN- ee 
oe re passageway to Verse ll. 





DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 


00:45 0 2240 00:45 0 2240 ~—01:00 0 2240 01:25 0 12480 
00:55 350 1380 00:55 700 1380 01:10 1400 1380 01:35 2000 5950 
01:05 700 1160 01:05 1400 1160 | 01:20 2800 7 1160 01:45 4000 | 4320 
01:15 | 1400 940 01:15 2800 940 01:30 5600 940 01:55 6000 2690 
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BRAN RESTING PLACE (40 SECONDS) 





UM 
1st Climax/2nd Climax/3rd Climax 


ENEMIES: Sloth x1, Malicious x2 

Unless you’re a glutton for punishment, you don’t ever 
want a Malicious angering a Sloth. Destroy the Malicious 
posthaste, then refer to the previous couple of Verses for 
Sloth suggestions. 





The reason you passed this up originally is 
that the pieces run a trail backward along the 





co Climax vines you took to get here...and you need to 
go back across all of those vines to get to the 
ENEMIES: Pain xl, Pride x] next Verse. Backtrack all the way to where you 
Wouldn't you know it? This difficulty has the much easier originally fought Phantasmaraneae, picking up 
enemy placement! Watch Pain and Pride’s movements Resting Place pieces along the way! 


and remain mobile and faster than them. Run rings around 
them and dodge their attacks whenever possible. 


Go for Pure Platinum! 


ome reonemnerneneRt 


SUGGESTED WEAPONS: Salamandra (Arms) 


eect: 











Because there's no Sloth on co Climax, the Salamandra 
actually has a chance of landing its hits if you follow the 
above strategies. 


BEATING THIS VERSE NABS you a Broken Witch Heart (29/40). 


Once you're done here, go back and solve the Umbran 
Witch Resting Place you passed by to gain a Broken 
Witch Heart (30/40). 








TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 


02:00 0 8750 02:00 0 8750 02:10 0 8750 02:20 0  §9640 


02:20 900 4340 02:20 1800 4340 02:30 3600 4340 02:40 4000 25540 
02:40 1300 3240 02:40 2600 3240 =: 02:50 5200 3240 03:00 5500 __ 17010 


03:00 1700 2140 03:00 3400 2140 03:10 6800 2140 03:20 7000 8480 
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113750 02:10 


47600 02:30 
31060 =| 02:50 


14520 ~—s«O3:10 











SS Sa Se as Se Se Se ee ee oe SaaS a a ee SS a eS oS a EE SEE 


1st Climax/2nd Climax/3rd Climax 


ENEMIES: Pain x2, Malicious x] 

Generally you should go for the Malicious first, then the Pain, but no 
one’s stopping you if you want to take advantage of an angered Pain for 
extra points. If you do, note that the Pain will now be quite mobile and 
harder to predict. Otherwise, destroy the Malicious before they get a 
chance to cause any trouble, then dodge the Pains’ move patterns. 


co Climax 


ENEMIES: Greed x4 


You're up against a whopping four Greeds! On the plus side, this 
means tons of attacks to dodge. Consider staying on the fringes of the 
crowd so you have fewer attacks to deal with, picking your shots until 
you have enough magic power for Umbran Climax. Then unleash your 
full fury until you have to recharge! 


Go for Pure Platinum! 


SUGGESTED WEAPONS: 
Salamandra (Arms), Alruna (Legs) 





pongneaancins 230% 


The Salamandra works well for slicing these enemies up efficiently. If 
you can find some spare space, hold K during Witch Time or Umbran 
Climax to down a Pain or a Greed for precious moments. 


There's only one Verse left now, so run back to and activate the final vine. 
Don’t forget the Mega Purple Magic Lollipop in the chest beside it first! 


se ea ty avec 





113750 | 02:20| Oo | 113750 | 02:30 0 113750 
47600 02:40 3600 47600 02:50 5000 47600 
31060 02:50 = 5200 31060 03:10 «= 6500-~——s«=3:1060 


14520 03:00 #6800 14520 03:30 8000 #3~=14520 
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PLATINUM 


cto] Bp) 
SILVER 
BOSS BONUS 





TIME 


01:50 


02:10 


02:30 


02:50 


DAMAGE 


0 


400 


600 


800 


COMBO 


3750 


2100 


1690 


1280 


VERSE 13 


1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 
SUGGESTED PURE PLATINUM WEAPONS: Any! 


ENEMIES: Hatred x3, Hideous (Twin Blades) x7, 

Hideous (Scythe) x3, Hideous (Gun) x1, Greed x3, Pain x2; 
co Climax: Hatred x3, 

Hideous (Twin Blades) x7, Hideous (Scythe) x3, Hideous 
(Gun) xl, Greed x3, Pride x2 


This Verse is almosta freebie. While it’s utterly awesome to have 
Rodin alongside you kicking demon butt, it has the ironically 
unfortunate side effect of demons dying in mere seconds before 
his might, thus hurting your chances for a sufficient Combo score. 


Attack absolutely everything that moves, tag incoming enemies 
with your gun, and keep your combo going. It doesn’t take a 
whole lot of points to get the Platinum medal here, but you can’t 
just lie back and let Rodin do all the work, either. Be aggressive! 



















POST-CHAPTER SPOILS 
3 Verse Cards (Resentment, Phantasmaraneae, Sloth) 


IST CLIMAX 2ND CLIMAX 3RD CLIMAX co CLIMAX 


TIME 


01:50 


02:10 


02:30 


02:50 


‘DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 


0 


800 


1200 


1600 


3750 02:00 0 3750 02:10 0 3750 
2100 02:20 1600 2100 02:30 3200 2100 
1690 02:40 2400 1690 02:50 4800 1690 


1280 03:00 3200 1280 03:10 6400 1280 
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CHAPTER XI: INFERNO AND ITS RULER 


You’ve finally made it to the one who's holding Jeanne hostage, but she’s not going to let her go without a fight. 
Fortunately, that’s something you're very good at. 


VERSE 1 BOSS: ALRAUNE 


1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 


C8 OEIC EOLA SOLE AL EIEN AOL EA LAME NR RAISERS INETAS ASE SSA SERIE SA EOS 


SUGGESTED PURE PLATINUM WEAPONS: 
RERSHESA (Arms) 


MARES R SH ROMANDIRARM ONAN MrM Ato RRRnKENBNSAIARSU NN ABONAbOMSBOSBERICATROCRNIRCIICL SEO IRUSONEIOEOI CANIS TCSII OSETIA EH NIN RIDDEN INRA INH ee 


ENEMY: Alraune (2 Phases / 2 Forms) 
PHASE 1 


The first form of Alraune has some highly telegraphed attacks, but 
she throws them out in a very unpredictable manner. Her primary 
methods of attack are to claw at you with spinning attacks or try to 
divebomb you from above. Dodge these. 





AACorn! , %& t 





Once you've dodged into Witch Time, go on the offensive! You can 
handle the first form of Alraune much like you did the Masked 
Lumen. Retaliate with no more than four P slashes, then dodge away 
and fire your gun to keep your combo going. Alraune will usually 
attempt one of her two primary attacks. Meanwhile, save your 
accumulated magic through this fight—you'll need it later. 


Alraune also sometimes tries to whip you from a distance, so stay in 
close and bait her into one of the previous two attacks. 





However, she has two more attacks that you really have to watch 
out for! The first is when she lays roots into the ground. When she 
does that, be ready to destroy the flowers that sprout to help her 
out. If they’re allowed to blossom, they'll spit immobilizing goo at 
Bayonetta, leaving her open to attack. 


The other attack is her desperation maneuver, where she lunges 
straight at you. If she gets a hold of you, she'll try to extract Bayonetta’s 
soul, and with it, up to all of her vitality! If you get caught in it, you'll 
have to wiggle the Left Analog Stick in a Quick Time Event to escape. 


Keep following the Rakshasa maneuver until her vitality is depleted, 
and Alraune will change into her final form! 
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Phase 2 


The second form of Alraune can be fought more traditionally. Go ahead 

and let loose on Alraune with everything you've got, and use your Umbran 
Climaxes liberally! However, be mindful of her attacks as you fight. 

Just as with her first form, Alraune will claw at you and try to whip you. 
However now she will also perform full-body tail swipes and full-on body 
charges. These are all quite dodgeable and telegraphed, but they occur 
quickly, so keep a sharp eye out. 

Do enough damage to Alraune and she'll get dizzy, leaving her open for 
an automatic button-pushing Quick Time Event that does even more 
damage and sends her recoiling. Follow up! 





Get her low on vitality and Alraune starts using her desperation attack, 
which is twofold. The first is that she’ll attempt to vacuum you into 

her core. The vacuum is very powerful and the only way to escape it 
unscathed is with Panther Within. 

If you manage to escape the vacuum, then she'll turn the controls on reverse 
and spit a massive fireball at you! This can be dodged. 


However, if you are caught in the vacuum, you face a very difficult Left Analog 
Stick-waggling Quick Time Event! Fail this one, and it’s instant Game Over! 
The key to beating Alraune’s second form is to stay aggressive and dodge 
everything she throws at you. This is an excellent fight to utilize—or 
practice—Dodge Offset. 

Once you deplete Alraune’s vitality, you’re done—no climactic Quick Time 
Event or anything. You’re home free! Enjoy your new weapon: the Alruna, 
another invaluable tool in grabbing those coveted Pure Platinum medals. 





‘TER SPOILS Weapon: Alruna ¢ 2 Verse Cards (Alraune, Alraune) 





TIME | ae | a ce ae - COMBO | TIME nina COMBO | ae DAMAGE aac 
04:40 0 72750 04:40 0 72750 05:10 0 72750 05:40 0 72750 
05:10 2500 30900 05:10 5000 30900 05:40 8000 30900 06:10 10000 30900 
05:40 3500 20440 05:40 7000 20440 06:10 10000 20440 06:40 12000 20440 
06:10 4500 9980 06:10 9000 9980 06:40 12000 9980 07:10 14000 9980 


20000 20000 20000 20000 
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In this scene, Bayonetta rides Diomedes, the demonic 


CHAPTER XII: TH 


steed, through a crumbling Inferno, as she races 
to rescue a Loki in peril! The entire ride counts as a 


single Verse, and fortunately, it’s pretty easy to Pure 


Platinum as long as you follow a few simple rules. 





CLIMAX HORSE ENGAGED 
Did you play Excite Truck or Excitebots: Trick Racing? 
If so, press the ZL button, then the - button, to 
change to tilt controls. Enjoy the ride as you take 
the reins of a big darned horse! 





TIME 





02:25 
02:35 
We 02:45 


02:55 


DAMAGE COMBO 


0 


300 


600 


900 


450 


390 


380 


360 


TIME 


02:25 


02:35 


02:45 


02:55 
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Ist Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 


PTR RNR RRO 


e SUGGESTED PURE PLATINUM WEAPONS: N/A 


MA rictech athe ie AMR NA RRO HARRAH HR OPRAH EOE ION HOLE ROR HOHH DRO HORI IORI IONEOY DERE HREOC IOIY TONITE TON TINIEST ROU PTONNDOIIOORNIEN SSID 


ENEMIES: Greed x3, Pain x4 
The first rule, naturally, is to not get hit. 


The second rule is to go at top speed the whole way through. 
Accomplish this by holding the Left Analog Stick upward. 


That takes care of Time and Damage, but what about Combo? That's 
where a certain special feature of this stage comes in: Diomedes 
automatically accumulates magic power as he gallops, meaning you’re 
always charging up for a potential Umbran Climax. When you press the 
Attack buttons, Umbran Climax causes Diomedes to fire long-travelling 
waves in place of his usual short-range Blade Slash. In short, this racing 
game just became a shoot-‘em-up. Destroy them all! 

When the Verse starts, ride away at top speed! You can dodge through 
ground obstacles much more easily than trying to jump over them. 
When enemies show up, activate Umbran Climax and press the Attack 
buttons to vanquish them! You'll always run out of enemies before you 
run out of magic power. 





Keep on going. Gomorrah shows up here (remember sending him to 
Inferno back in the Prologue?) to block your way. Dodge past his tail, 
then his limbs, and keep moving! 


After jumping some platforms, and navigating some harmless shifting 
terrain, you face more enemies. Use the same Umbran Climax attacks 
on them as well, and be sure to defeat them all! 

A gauntlet of dodgeable debris blocks your way, and then it’s you versus 
one final set of enemies. Get rid of them and the pony ride ends. It’s time 
for a different sort of climax now: the story kind. 















DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO. 


0 450 02:25 0 450 02:25 0 450 
600 390 02:35 1200 390 02:35 3000 390 
12200 | 380 02:45 2400 380 02:45 4500 380 


1800 360 02:55 3600 360 02:55 6000 360 
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VERSE 2 BOSS: BALDER 





The Masked Lumen is Balder! Balder is the Masked Lumen! More 
importantly, Balder fights like the Masked Lumen, so the strategies 
from your last two clashes carry over. However, he’s no longer holding 
back. Prepare to face the full might of a Lumen Sage! 


1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 


Ea) SUGGESTED PURE PLATINUM WEAPONS: 
wy Rakshasa (Arms) 


EASELS LOR A SEE HARARE AEE NIE IIE ERE RINSE ESE SEASIDE Sr ONS OAD LEAP SEDAN DME AEN LASER SEMIS ALI ONN BE UNO SAR ENE 





ENEMY: Balder (2 Phases) 
PHASE 1 


Balder has an absolutely staggering number of attacks. He can attack 
with a large golden blade from the front, above, or below, or send up 
a column of electricity from the ground instead. Sometimes he’ll send 
forth a large array of fireballs, or just let loose with one big one. If that 
weren't enough, he can fire a beam that sends you into slow motion if it 
hits, leaving you open to attack. 

All of these attacks are completely dodgeable into Witch Time—they 
just come fast and furiously, one after the other. If you make it into 
Witch Time, you know what to do by now: No more than four sword 
slashes with P dodge away, and shoot your gun while waiting for the 
next attack to dodge. 





PHASE 2 


Didn't think Balder had enough attacks before? Let’s see about now. 
In the second phase of the fight, Balder gains the ability to send out 
twin lasers from the side to sandwich you, or bring a large laser down 
onto you from above. A large blue energy ball joins his repertoire, as 
well as an aerial kick. Finally he brings out his trump card: The ability 
to send out a veritable wall of angel feathers directly at you. Stay 
calm, and maintain your strategy. 


Deplete Balder’s vitality, and that’s the end of everything. As with 
Alraune, there’s no Quick Time Event. 


Sometimes throughout the fight Balder will rest 
on his laurels and taunt Bayonetta. Feel free to 
assault him, but be on your guard for surprise 
counterattacks. 
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PLAYING WITH ACCESSORIES 


If you’re playing on oo Climax especially, equip the Moon of Mahaa-Kalaa to help counter Balder’s incessant 
attacks, because they can all be parried. Meanwhile, if you're not too concerned with getting Pure Platinum 
for the fight, you can equip the Evil Harvest Rosary, which is a lot more damaging to Balder than you might 
think because there are so many dodge opportunities in this battle. However, the explosions won’t do much 
for your combo, and you'll have reduced overall chances to hit him with Rakshasa. 








POST-CHAPTER SPOILS 


1 Verse Card (Balder) 


1ST CLIMAX 2ND CLIMAX 3RD CLIMAX co CLIMAX 





TIME “DAMAGE COMBO _ TIME DAMAGE COMBO TIME DAMAGE COMBO. TIME E DAMAGE COMBO. 


V2 
03:40 0 — 8750 03:40 O- <)> a7s0. (| 0dtOn) a | 8750) 04 “0 0 S 8750 


04:10 2500 4340 04:10 5000 4340 04:40 7000 4340 05:10 9000 4340 


04:40 3500 3240 04:40 7000 3240 05:10 10000 oe 324005: os40 12000 me 3240 


| BRONZE | 05:10 4500 2140 05:10 9000 2140 ~=- 05:40 ~—S—«<13000 2140 ~=—-06:10-~S—«15000 2140 
30000 | 30000 | 30000 | 30000 
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Déja vu, indeed! This entire stage will bea 
staggering mental timewarp to veterans of 
the original Bayonetta. For those who fit this 
criteria, welcome back to Vigrid! It’s a lot more 
intense than the last time you were here. 


Go straight ahead, through the doors, down 
the long hallway, then open the next set 

of doors to reveal a very familiar room for 
longtime series fans! Those fans will know to 
look up to the balcony to the left for a Broken 
Witch Heart (31/40). There's also an 
entrance to The Gates of Hell here. 





Ignore the opening to the outside for the 
moment and keep going straight, through the 
long hallway. At the end is a chest containing 
another Broken Witch Heart (32/40). 
Once you grab that, a Verse is triggered! 


GH | ENEMIES | SECRETS/EXTRAS | BEHIND THESCENES 


Y OF DEJA VU 


Sawn o 


29 
30. 





BROKEN WITCH HEART (32/40) 
VERSE 1 

BROKEN WITCH HEART (31/40) 
JOURNALS ECHO 

UMBRAN CROW (16/20) 


(MUSPELHEIM) VERSE 2: Yields 
Broken Witch Heart (33/40) 


(STANDARD) VERSE 3 
(BOSS) VERSE 4 
WITCH’S CONCOCTION INGREDIENTS 


. (STANDARD) VERSE 5 

. MEGA BLOODY ROSE LOLLIPOP 
. JOURNALS ECHO 

. (STANDARD) VERSE 6 

. (STANDARD) VERSE 7 

. BROKEN MOON PEARL (13/16) 

. (STANDARD) VERSE 8 

. GREEN HERB LOLLIPOP 

. YELLOW MOON LOLLIPOP 

. UMBRAN CROW (17/20) 

. (STANDARD) VERSE 9 

. ENTRANCE TO THE GATES OF HELL 
. MEGA GREEN HERB LOLLIPOP 

. BROKEN WITCH HEART (34/40) 
. BROKEN WITCH HEART (35/40) 
. (STANDARD) VERSE 10 

. UMBRAN CROW (18/20) 

. MEGA PURPLE MAGIC LOLLIPOP 
. MUSPELHEIM) VERSE 11: Yields 


Broken Witch Heart (36/40) 
(BOSS) VERSE 12 
MIDAS’S TESTAMENT 
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ENEMY SPOTLIGHT: Affinity 


Affinities were the lowest-level angels in 
the first Bayonetta, and they wield one of 
three weapons: horns, staves, or maces. The 
difference is pretty much just a matter of 
attack range. Being the lowest-level angels, 
they’re dispatched pretty easily. 


ENEMY SPOTLIGHT: Applaud 


One step up from Affinities are Applauds, 
who wield either staves or bows. Again, 


st Climax/2nd Climax/3rd Climax 


one is short range, the other long range. ENEMIES: Affinity (Staff) x2, 
They’re also pretty easy to kill—and they’re Affinity (Mace) x1, Applaud (Staff) x2 
also bigger targets than Affinities. Whoops. Low-level angels with close-range weapons storm the room, 


but they’re easily put in their place. Dodge the swings of 
staffs and maces, and watch out for the Applaud’s forward- 
flying attacks. Other than that, it’s pretty basic stuff. 


co Climax 


ENEMIES: Grace xl, Glory xl 


This Verse starts out with a bang as Grace & Glory enter the 
stage! These beasties are covered in more detail when we 

get to Verse 10, but for now, watch their erratic movements, 
dodging absolutely every time you think they’re going to make 
a move. A whiffed dodge is better than no dodge at all and 
eating a combo from these guys. 


Go for Pure Platinum! 


omens LANA RRC AORIE ERROR DRS INMAINARN SABENA ANN ANIEAANIARSMANS IAS NNGNASIALINAMRN RR AROAIAOAA 


SUGGESTED WEAPONS: Salamandra (Arms, Legs) 


Le OROONI CO 





Salamandra works well against all of these angels, and few 
things are more satisfying than watching a chainsaw slice 
Grace & Glory in two. 


Go back the way you came and go outside now to score the 
Shadows on Vigrid Journal's Echo. Farther ahead sitting on 
a stone structure is an Umbran Crow (16/20), and to your 
left is a Muspelheim, ready and waiting. 








TIME os COMBO _~ TIME | DAMAGE | COMBO : fue ee a ae i ie COMBO 
00:55 0 10500 00:55 0 10500 00:55 0 10500 00:55 0 3750 
01:05 200 5100 01:05 400 5100 01:05 800 5100 01:05 4000 2100 
01:15 400 3750 01:15 800 3750 =| «COOL: 15 1600 3750 01:15 5000 1690 


01:25 800 2400 01:25 1600 2400 01:25 3200 2400 01:25 6000 1280 
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Ist Climax/2nd Climax/3rd Climax 


MUSPELHEIM OBJECTIVE: 
Defeat all enemies within the time given. 


ENEMY: Applaud (Staff) x] 


A lone Applaud makes a solitary stand against Bayonetta, making 
this the easiest and most adorable Verse in the game. And now that 
you've beheld this Applaud’s adorableness, kill it like the rest. 


There is, however, a trick to getting Pure Platinum on this Verse. 
Simply destroying the Affinity outright won't give you enough points. 
Taunt it or wear the Gaze of Despair to anger it, giving you the points 
you need as long as you kill it in a single combo. 


co Climax 


MUSPELHEIM OBJECTIVE: 
Defeat all enemies within the time given. 


ENEMY: Fairness x] 


Fairness is adorable, too, but for all the wrong reasons. It’s almost as 
Sie erratically mobile as Grace & Glory. Look out for its electric fields, bite 
ie 7.77 efeat all enemies 


ithin the time given. attacks, and fast swipes! Dodge and counter to come out ahead. 
Verse 2 
2 13519861 ° 
Aen Go for Pure Platinum! 


«1,00 
-< 0000 





(S) SUGGESTED WEAPONS: Salamandra (Arms) 

The Salamandra will make short work of these enemies with the 
provided strategies. 

Just past the Muspelheim is the grand courtyard. The action 
doesn’t stop from here on in, so get ready. After a cutscene, 
you'll have some help for the rest of the stage. 





BEATING THIS VERSE NABS YOU a Broken Witch Heart (33/40) 










TIME DAMAGE COMBO TIME DAMAGE COMBO - TIME DAMAGE COMBO TIME DAMAGE COMBO 





00:17 0 680 00:17 0 680 00:17 0 680 00:17 0 1230 
00:18 200 540 00:18 200 540 00:18 200 540 00:18 200 850 
00:19 400 510 00:19 400 510 00:19 400 510 00:19 400 760 


00:20 600 470 00:20 600 470 00:20 600 470 00:20 600 660 
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ENEMY SPOTLIGHT: Decorations 


The precursor to Compassions, Decorations fly around, easily 
flanking Bayonetta if you're not careful. Catch up to them, 
however, and it only takes a second to swat them out of the sky. 


1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 


SUGGESTED PURE PLATINUM WEAPONS: 
Salamandra (Arms, Legs) 


co NOE NICO CREO SOR BNA IMR BS otRSE Hobie HOHNeONeE 








ENEMIES: Affinity (Staff) x3, Applaud (Staff) xl, 
Affinity (Horn) x1, Affinity (Mace) x1, Decorations x9 
You'll have the help of Rosa—Bayonetta’s mother—for 

the rest of the Chapter. How awesome is that? Much like 
when you co-oped with Rodin, however, your newfound 
help hits like a truck, so don’t let her have all the fun! If she 
dispatches all the enemies, you won't get the points you 
need for Platinum medals. 


VERSE 4 BOSS: FORTITUDO 


1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 


cabnaut eat nantaantonetee tenon snniaohunntaneincginnnescosncet sabe onanceseoeaeeAnaE NecenaoeascenNeAaCEIseLeNNnetY 


SUGGESTED PURE PLATINUM WEAPONS: 
Kafka (Arms), Salamandra (Arms and/or Legs) 


Ae OMAN ANE IR SRB BERRIES E RES TRIES EASE IIR IL SAS ALP AAS A NEALE SEEN EER MRE 





ENEMY: Fortitudo 


Welcome to your usual character action game boss rush, 
but with a twist! Using Bayonetta 2 powers, you'll be 
taking on original Bayonetta bosses in sequence. First up 
is the Cardinal Virtue of Fortitude himself. 
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TIME 





01:05 


01:15 


01:25 


01:35 


TIME 





01:50 


02:00 


02:10 


02:20 


DAMAGE 


0 


150 


300 


600 


DAMAGE 


400 


800 


1200 


5000 


COMBO 


12710 


6060 


4400 


2740 


COMBO 


17190 


7960 


5650 


3340 


TIME 


01:05 


01:15 


01:25 


01:35 


TIME 


01:50 


02:00 


02:10 


02:20 





DAMAGE 


300 


600 


1200 


DAMAGE 


800 


1600 


2400 


5000 


| ENEMIES | SECRETS/EXTRAS | BEHIND THE SCENES 





You can actually treat Fortitudo like Glamor. He’ll rush 
in at you to bite you with his twin dragon heads, or hurl 
fireballs and lava at you from a distance. When he’s not 
in close, fire at him with your guns or the Kafka. When 
he’s in close, dodge, then melee him like crazy. 

Beat him, and you get a impressive button-pushing 
Quick Time Event. 

Once you’re done cleaning up, head down the path 
and look to your left for a chest containing Witch 
Concoction Ingredients. 

Go forward and inside the small room ahead for a 
quickie Verse in a tight space. 


COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 
12710 01:05 0 12710 01:05 0 12710 
6060 01:15 600 6060 01:15 2500 6060 
4400 01:25 1200 4400 01:25 3500 4400 
2740 01:35 2400 2740 01:35 4500 2740 

COMBO TIME DAMAGE COMBO ~ TIME DAMAGE COMBO 
17190 02:00 0 17190 02:10 0 17190 
7960 02:10 1600 7960 02:20 3000 7960 
5650 - 02:20 3200 5650 02:30 4500 5650 
3340 02:30 4800 3340 02:40 6000 3340 

5000 5000 
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TIME 


00:18 


00:28 


00:38 


00:48 


DAMAGE 


0 


200 


400 


600 


COMBO 


1230 


850 


760 


660 


TIME 


00:18 


00:28 


00:38 


00:48 








DAMAGE 


400 


800 


1200 





1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 


SUGGESTED PURE PLATINUM WEAPONS: 
Salamandra (Arms) 


asgaannci ASAE ASPESRESARCADONA AANA NNER ENE NNN SNS ENE SINISE TTT SLE INK BE SANSA LOLOL 





ENEMIES: Affinity (Staff) x1, Affinity (Mace) xl, 
Applaud (Staff) x] 


Just as in the first game, this Verse is a freebie that should be over 
in seconds. Slice everyone inside, and mind the cramped quarters 
when looking for places to dodge! 

Break the Golem Wall for a long sequence where a Worship fires at 
you from high above! Don’t be afraid to take this slowly—you don’t 
want to get hit by a fireball or angelic laser beam. Once you get to 
the next Golem Wall, you’re in the clear. 


Break this Golem Wall down to reach the Underground Caves. A chest 
just past this entrance contains a Mega Bloody Rose Lollipop, and 
you encounter a battle you can actually do something about. 





COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 


1230 00:18 0 1230 00:18 0 1230 
850 00:28 800 850 00:28 1600 850 
760 00:38 1600 760 00:38 3200 760 
660 00:48 2400 660 00:48 4800 660 
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ENEMY SPOTLIGHT: Fearless & Fairness 

A Fearless and Fairness together means you have 

to keep dodging while watching out for tail attacks, 
projectiles, bites, and claws. Give these two as wide a 
berth as possible, and engage in hit-and-run tactics 
while looking for Witch Time opportunities. 


1st Climax/2nd Climax/3rd Climax 


ENEMIES: Affinity (Staff) x2, Applaud (Bow) x1, Fearless x1 

Beat the low-level angels and you have to deal with a Fearless. They're 
almost as erratic as Grace & Glory, but not quite. They do, however, hit 
alot harder. Follow the general strategy shown in the Enemy Spotlight! 


co Climax 


ENEMIES: Applaud (Staff) x2, Applaud (Bow) x1, Beloved x! 
Once you deal with the small fry, a Beloved smashes into the 

fray! Jump as high as you can to get to the red weak spot on his 
back, and deal the most damage from there! Watch out for his axe 
swings and his hands if you’re fighting at close range. 


Go for Pure Platinum! 


RIAA AENISSNNINDNAAIBAARSANNIRROAARIR OMAN SAAN ASSORTED SENTENCES MOSSE IIE SOOESENSSL IRIE NMRASEAAS MANGE NahaMMt Ane 


e SUGGESTED WEAPONS: Salamandra (Arms) 


SSOP ANA snen nee MLABeHUReRUO NCL ROLENIABRBLEI ROD IEEE OHD NEEDED soneanaconeusnensnuasene sou Sood sol seta ioc oben abeboitte ge tbean en 


Using the above strategies with Salamandra will work just fine. Take 
advantage of the maneuvering room you have, and flank the enemy! 


Go back to the entrance you just came through and grab the 
Journal's Echo Where Darkness Falls before moving on. 


You encounter Witch Statues here. Press the Action button once 
while standing next to them to activate them. Press the Action 
button again to send down a dodgeable beam of light, then cross 
the water during Witch Time! The next Verse is just ahead. 








TIME DAMAGE COMBO - TIME DAMAGE COMBO - TIME DAMAGE COMBO - TIME DAMAGE COMBO 





00:58 0 3750 00:58 0 3750 01:20 0 3750 01:30 0 43990 
01:08 150 2100 01:08 300 2100 01:40 600 2100 01:50 1500 19130 
01:18 300 1690 01:18 600 1690 02:00 1200 1690 02:10 3000 12910 
01:28 600 1280 01:28 1200 1280 02:20 2400 1280 02:30 4500 6690 
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TIME 


00:50 


01:00 


01:10 


01:20 


DAMAGE 


0 


150 


300 


600 


COMBO 


2930 


1710 


1410 


1100 


TIME 


00:50 


01:00 


01:10 


01:20 


DAMAGE 


0 


300 


600 


1200 









Ist Climax/2nd Climax/3rd Climax 
ENEMIES: Fearless x], Fairness x1 


This time you’re up against both Fearless and Fairness. 
Refer to their enemy spotlight in the previous Verse—the 
strategy remains unchanged. 


co Climax 


ENEMIES: Grace x3, Glory x2 


co Climax treats you to a Grace & Glory gauntlet! Keep 
your finger on that Dodge button, and do your best not 
to get crowded by their movements. Umbran Climax can 
give you some extra range if you can spare the magic, and 
Torture Attacks can take off loads of vitality! 


Go for Pure Platinum! 


teooreonaeneonnaebnOneten 


SUGGESTED WEAPONS: Salamandra (Arms) 


rennet ubuannanctants 


The above strategies with Salamandra will be enough to 
secure Pure Platinum here, as long as you dodge like a mad 
woman. If you’re unsure, go ahead and bring in Pulley’s 
Butterfly and/or the Moon of Mahaa-Kalaa. 


Once you’re done, open up that door to reveal a storeroom 
full of goodies, including a chest containing a Broken 
Moon Pearl (13/16)! Progress along the path, breaking 
the next Golem Wall to proceed. You end up in a cave that 
a certain someone does not want you to escape from. 





COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 


2930 01:10 0 2930 02:10 0 17190 
1710 01:30 600 1710 02:20 3000 7960 
1410 01:50 1200 1410 02:30 5000 5650 
loo 02:10 2400 N00 02:40 7000 3340 
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ENEMY SPOTLIGHT: Beloved 


Beloveds were the heavy hitters of the first Bayonetta. 
They have a big red weak spot at the top of their backs... 
if you can jump high enough to get to them! Other than 
that, their moves are slow, but hurtful. Don’t make 
contact with his axe or his grabbing hands! 


TIME 





00:40 


00:50 


01:00 


01:10 


DAMAGE COMBO TIME DAMAGE 


0 


300 


600 


900 





390 00:40 0 


340 00:50 600 


320 01:00 1200 


310 01:10 1800 
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1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 


| SUGGESTED PURE PLATINUM WEAPONS: 
Salamandra (Arms) 


siset-costonmece ennai nepeacet ange aon tect iactaaseazenantencotoassoobocossOoRNIEaIMOMIRHONIALIIOEMSRNEIENGINEH-RNHMAOI AN Sant AnD Sto odo angeaoanoeoscoRIODONaNRNIMNTONTOTONSCCENILEIAOANICONIOHOSEIONROENO HAM Ns 





ENEMY: Beloved 


In this Verse you won't be fighting Beloved so much as Beloved’s 
hand. Go ahead and slice that baby up until he gets other ideas. 


After going through the arch, you see a chest to your left 
containing a helpful Green Herb Lollipop. You've also got 
another set of Witch Statues, which you can use to keep the lava at 
bay as you cross the crumbling bridge. 

However, if you allow the bridge to break along the way and 

take the low road, you can reach a chest containing a Yellow 
Moon Lollipop, followed by another chest containing a Midas’s 
Testament farther along. 

Finally, once you climb back up to the castle, you see an Umbran 
Crow (17/20) on a broken bridge. Getting to this one is tricky. 
You can’t walk to it without it flying away (and possibly triggering 
a checkpoint close by that renders it gone until you restart the 
stage). Instead, do a running jump with Panther Within from the 
rock face just prior to it. 


Head forward and...gosh, that Beloved’s persistent, isn’t he? 


COMBO TIME DAMAGE COMBO ~ TIME DAMAGE COMBO 


390 00:40 0 390 00:40 0 390 
340 00:50 ~—«1200 340 00:50 +~—«-2400 340 
320 | o:00 | 2400 320 | 0:00 | 3600 320 
310 ~=—Ol10.—S—«éB TD 310 01:10 4800 310 
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VERSE 9 











1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 


1 secu saat nsec oeraaerRENaRee HO Ree epte uetacbeacenaaURNeeNRaDenIE HONE HIOTICOD SMe REDD NIEMGORIOUDRIICISER SORIEEESTERIRCEDIERIOREDINODN INN INN MOM MSOOEDE IHREN OI IH II ITI VIN IONS 


SUGGESTED PURE PLATINUM WEAPONS: 
Salamandra (Arms) 


sree hepraaet orb reoadpasee toe secesgoetecotaneeHonnsaceHeaneRnenORE Hen DARHNbHeRhRIDINSoHORES NSBIOUANREEROCONIERTODETORTIROEETNEIER ORT IDHNENenPI MORNE CERNE HSRIMR SRIODERIEIODENDSHORNSSDONNZOORRONZONITONIIONGONIDTONHNEODIONNIeHb tubinumNonNnentionncn tie 





ENEMY: Beloved 


Slice the Beloved’s hands as he rattles the bridge 
around, and stay away from the lava when it comes 
toward you. That's pretty much all there is to this battle. 
When you deplete his vitality, a climactic Quick Time 
Event plays, and he’ll start to fall into the lava. 
However, Witch Time is activated, so you and Rosa can 
cross the lava as well! 

With the Beloved in the drink, you can move on to an 
entrance to The Gates of Hell. 





FUN FACT: Turn around from The Gates of Hell 
entrance, then do a running jump with Panther | 
Within, followed by Crow Within to the platform 
beyond, to find a black ninja cat who cannot be hit, 
ever. As with the ninja cat in Chapter II, nothing is 
really influenced by engaging it. It’s just perplexing as 
to how he got out here, what with the lava and all. 
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a | 
Move on past The Gates of Hell, but go to the left of the Head back onto the beaten path—and we do mean 
staircase you see to find a chest containing a Mega Green beaten. Some precarious platforms await you, and they 
Herb Lollipop. Follow the outcropping two levels down to break when touched. Jump onto these, then immediately 
grab a Broken Witch Heart (34/40) from another chest. off, until you reach Verse 10. 








TIME DAMAGE COMBO TIME DAMAGE ‘COMBO TIME | DAMAGE ~ COMBO TIME ‘DAMAGE. COMBO : 
00:38 0 1230 00:38 0 1230 00:38 0 1230 00:38 0 1230 
00:48 150 850 00:48 300 850 00:48 600 850 00:48 1500 | 850 | 
00:58 300 760 00:58 600 760 e088 1200 760 : 00:58 3000 | 160 
| BRONZE 01:08 600 660 01:08 1200 660 01:08 2400 660 01:08 4800 | 660 
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VERSE 10 
ENEMY SPOTLIGHT: Grace & Glory 


Grace & Glory were known in the first Bayonetta for 
their ultra-erratic movements and brutal combo attacks. 
Needless to say, they were loved by players the world over. 


To beat these two monsters, you need to be as mobile as 
them. It’s almost like a shell game—watch them move 
back and forth until you know their claws are about to 
move in your direction, then dodge! 


Ist Climax/2nd Climax/3rd Climax 






























ENEMIES: Grace xl, Glory xl 

This is your first time fighting Grace & Glory if you’re playing on 
the lower difficulties. Feel free to follow the strategy in the Enemy 
Spotlight. You have a medium-sized battlefield and Rosa on your 
side to make things easier, but be warned—Grace & Glory here 
like to use the towers to mount attacks from above! 


co Climax 


ENEMIES: Fearless xl, Fairness x] 

You're fighting Fearless & Fairness here. They won’t try to 
mount offensives from the towers, but that makes them no 
less dangerous. Use standard wide-berth and hit-and-run 
tactics to put them in their place. 


Go for Pure Platinum! 


seuonaceuaabengabitopneaatgoenoaedsoseesegeaaconagroneesagoaneeaconandseRtan 


e SUGGESTED WEAPONS: Salamandra (Arms) 


sansa anoesecennenoncoanpenecgneoeinnie esta nonnnnicaneenninatonatonneenets 





The provided strategies with Salamandra will be enough to secure 
Pure Platinum here. Use your guns when necessary if Grace & 
Glory try their high-rise antics. 





Quickly climb up these collapsing statues, keeping your bearing 
straight ahead! Do a running Panther Within jump to reach a chest 
containing a Broken Witch Heart (35/40). 
Use the other statues as footholds until you reach safety on the 
other side. Move forward for one more Golem Wall. 


Just after breaking through the Golem Wall, look left to see an 
Umbran Crow (18/20) perched on a window. To the right of the 
staircase is a chest containing a Mega Purple Magic Lollipop. 
Go through the doors ahead. Check the left gated alley for some 
breakables, and the right alley for a Muspelheim. 


PRIMA OFFICIAL GAME GUIDE 178 PRIMAGAMES.COM/BAYONETTA2 


INTRO | GAMEPRIMER | COMBATPRIMER | ADVANCEDC 











00:45 0 1800 00:45 0 1800 00:45 0 1800 

00:55 200 1170 00:55 400 1170 00:55 800 1170 2000 3070 
01:05 400 1010 01:05 800 1010 | 1:05 1600 1010 3500 2370 
01:15 600 860 01:15 1200 : 860 ons 2400 | 860 : 5000 1670 


a ic 02:21.26 f p> —“ z ; Se VER il 
a eg rn A) 

| ute 1st Climax/2nd Climax/3rd Climax/ 
ll co Climax (Go for Pure Platinum!) 


6666 


vi 





e SUGGESTED PURE PLATINUM WEAPONS: N/A 


MUSPELHEIM OBJECTIVE: 
You only deal damage with enemy weapons. 


ENEMIES: Applaud (Bow) xl, Fearless x1, Decorations x5; 
co Climax: Fearless x2, Gravitas x] 


As usual with these sorts of Verses, you’re either fast enough or 
you’re not. The pole allows you to hit multiple enemies at once, 
the claw lets you get multiple hits on a single enemy (or two if 
you’re lucky), and the bow does excellent damage to a single 
target (fire it from the air for best and safest results). Using this 
knowledge, destroy all before you as quickly as possible! 

Finally, go straight ahead for the final Verse, wherein a certain 
Beloved just won't quit. 





BEATING THIS VERSE NABS YOU a Broken Witch Heart (36/40) 





TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 





01:30 0 5930 01:30 0 5930 01:30 0 5930 01:30 0 1680 
01:35 200 3100 01:35 200 3100 01:35 200 3100 01:35 200 1090 
01:40 400 2390 01:40 400 2390 01:40 400 2390 01:40 400 950 
01:45 600 1680 01:45 600 1680 01:45 600 | 1680 01:45 600 800 
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“TIME 
01:40 
01:50 
02:00 


02:10 





750 


1250 


1750 


reed? 
© 135527484 


Pons Ge asian Paints 


Versk 12 
€713552484 


COMBO TIME DAMAGE 
72750 01:40 0 
30900 01:50 + ~—-'1500 
20440 02:00 2500 


9980 02:10 3500 
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1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 





SUGGESTED PURE PLATINUM WEAPONS: 
' Salamandra (Arms), Alruna (Legs) 


ENEMY: Beloved (Lava) 


It looks like our friend survived his lava bath! That’s a new trick. 
This Beloved is giant-sized, but the strategy remains the same. 
Whale on him in any way you can until you’ve depleted his vitality, 
while looking out for his axe and hands. His weak spot is still at 
the top of his back, but you'll have to jump off of his back multiple 
times to reach it! Umbran Climax is very good at bringing him 
down to size, and you can topple him with Alruna by holding K 
while in Umbran Climax or Witch Time. Every once in a while you 
can get in a Punish Quick Time Event as well for extra damage. 
Once you deplete his vitality, go ahead and perform one last 


ultra-satisfying climactic Quick Time Event, and that’s all she 
wrote—er, they wrote. 





Sie, ie Site sD spre f A FPR eee FS eS Gs TF, get ¢ a saQ 
HricTaflfWwADTER ~ Ese ree | 


6 Verse Cards (Affinity, Applaud, Decorations, 
Fearless & Fairness, Grace & Glory, Beloved) 


COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 


72750 01:50 0 72750 02:00 0 72750 

30900 02:00 3000 30900 02:10 3000 30900 

20440 02:10 4000 20440 02:20 5000 20440 
9980 02:20 5000 9980 02:30 7000 9980 
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(BOSS) VERSE 5 
MEGA GREEN HERB LOLLIPOP 
YELLOW MOON LOLLIPOP 
(STANDARD) VERSE 4 


(MUSPELHEIM) VERSE 3: Yields 
Broken Moon Pearl (15/16) 


MEGA GREEN HERB LOLLIPOP 
BROKEN MOON PEARL (14/16) 
(STANDARD) VERSE 2 


Once the stage starts, open the chest to your right for a Purple Magic Lollipop, (STANDARD) VERSE 1 

then move ahead slightly and open the chest on the left for a Broken Witch 10. JOURNAL'S ECHO 

Heart (37/40). Be sure to also pick up the Journal’s Echo A Witch’s Ultimate 11. BROKEN WITCH HEART (37/40) 
Weapon in the same area. Head forward to the first Verse. 12. PURPLE MAGIC LOLLIPOP 


“up wn 


The Bayonetta boss rush continues, with a Chapter consisting entirely of you 
piloting a giant robot against angel baddies. 


2 Oe 


UMBRAN ARMOR, LAUNCH! THE UNIVERSAL STRATEGY 


The Umbran Armor is a fearsome machine, There is a single overarching strategy to 
especially in this stage where it’s powered up and remember in your quest for getting Pure 

can take out angels with ease. It boasts powerful Platinum in this Chapter. Use the PPP combo, 
punches and kicks, and you can hold down the while holding P after every button press. 
Punch or Kick buttons for projectiles as well. Bayonetta will perform a simple yet powerful 
Finally, this is also the only place where the power three-hit combo, interspersed with rapid-fire 
of Umbran Armor and Umbran Climax can be guns for maximum score gain. Be sure to 
combined for more powerful melee attacks and engage Umbran Climax for even more points 
guns! The overall message here is: go nuts! and damage whenever you can! 
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1st Climax/2nd Climax/3rd Climax 


ENEMIES: Beloved x5 


Affinities litter the ground, but they’re just for show and 

can’t be hit. Your real targets are the Beloveds; approach and 
dispatch them as quickly as possible in a single combo. You’re 
actually their size now, so dodge their attacks accordingly; 
jumps aren’t needed. 





co Climax 


ENEMIES: Urbane x2, Gravitas x2 


The slightly more nimble and durable Urbanes and Gravitases 
pose a little more of a problem, but you can mitigate risk by 
attacking the same enemies that Rosa attacks. Double-team 
for the victory! 


Go for Pure Platinum! 


Use the PPP combo, holding P with every attack, while 
following the above strategies. 


Progress straight ahead—Verse 2 starts before you’re even 
out of the upcoming corridor! 





ENEMY SPOTLIGHT: Kinship 


In the first game, Kinships were elaborate war machines that 
Bayonetta had to take out piece by piece. In this game, they 
pop like balloons. Shoot them down and move on. 





No matter the difficulty, when you exit the corridor, four Kinships 
approach and attack. Use your gun attacks to take them down 
with little trouble, but be sure to dodge their shots! If you boost 
(press the Evade button twice, much like Panther Within) to the 
courtyard after taking them down, you can actually keep your 
combo going into the main fight. 


1st Climax/2nd Climax/3rd Climax 


ENEMIES: Kinship x4, Urbane x], Gravitas x1, Beloved x1 


You’re alone on this one, but odds are you have some magic 
power saved from the last fight. If so, unleash Umbran Climax! 
If you don’t have the magic, get up close and use your combos, 
dodging when you see attacks coming. 
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TIME 


00:50 


01:00 


01:10 


01:20 


TIME 


01:10 


01:20 


01:30 


01:40 


DAMAGE 


300 


600 


1200 


DAMAGE 


400 


800 


1200 


COMBO 


429000 


174900 


111370 


47850 


COMBO 


745150 


302070 


191300 


80530 


TIME 


00:50 


01:00 


01:10 


01:20 


TIME 


01:10 


01:20 


01:30 


01:40 








DAMAGE 


600 


1200 


2400 


DAMAGE 


800 


1600 


2400 
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co Climax 
ENEMIES: Kinship x4, Belief x2, Beloved x1 
The Beliefs can take a little more punishment than 


Urbane and Gravitas, but on the whole the punch/ 
unload/dodge strategy remains the same. 


Go for Pure Platinum! 


Use the PPP combo, holding P with every attack, while 
following the above strategies. 


Once you beat this Verse, turn around and go up the 
stairs ahead and to your right. Break open the chest 





for a Broken Moon Pearl (14/16). Turn back around 
and continue down the straight path. On the left side 

of the path is a chest containing a Mega Green Herb 
Lollipop. On the right, beside the door leading to the 
next area, is a Muspelheim leading to Verse 3. 


COMBO — 


COMBO TIME DAMAGE COMBO ~ TIME DAMAGE 

429000 00:50 0 429000 01:00 0 876750 
174900 01:00 1200 174900 01:10 3000 354900 
111370 01:10 2400 111370 01:20 4500 224440 
47850 01:20 4800 47850 01:30 6000 93970 

COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 
745150 01:10 0 745150 01:20 0 745150 

302070 01:20 1600 302070 01:30 3000 302070 
191300 01:30 3200 191300 01:40 4000 191300 
80530 01:40 4800 80530 01:50 5000 


WALKTHROUGH: CHAPTER XIV 


80530 


VERSE 3 


1st Climax/2nd Climax/3rd Climax/ 
co Climax 


MUSPELHEIM OBJECTIVE: Defeating enemies will 
partially restore the timer. 


ENEMIES: Grace x1, Glory x1, Applaud (Staff) x2, 
Beloved (Lava) x1; co Climax: Fearless x3, Fairness x3, 
Beloved x] [LOOPING] Decorations x4 

No matter which difficulty you're playing in, you'll be fighting 
against extremely mobile enemies and will have to push your 
Umbran Armor’s dodging skills to the limit in the small space. 
Use hit-and-run tactics; get in close, use your combos and 
guns, then get out and/or dodge toward a new enemy while 
repeating the process. Repeat until all are destroyed. 





Go for Pure Platinum! 
Use the PPP combo, holding P with every attack, while 
following the above strategies. 


Go through the large doors next to where the Muspelheim 
was for a huge bridge battle! 





1st Climax/2nd Climax/3rd Climax/ 
co Climax 


ENEMIES: Belief x5 


This one’s actually a little tricky. There are two stages to this 
fight across the bridge, separated by a cutscene. It’s easy to 
lose your combo here. To prevent that, combo the Beliefs so 
that they’re pushed forward along the bridge. Concentrate on 
one Belief at a time until it is defeated, then move to another. 


As soon as the cutscene takes place and ends, quickly boost 
forward along the bridge! If you do it right, you shouldn't be 
far from the next Belief in sequence, and can keep your combo 
going for the entire Verse. 
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Go for Pure Platinum! 


Use the PPP combo, holding P with every attack, 
while following the above strategies. 













Once you’re across the bridge, get ready to pick 
up your last items of the stage; a chest containing 
a Yellow Moon Lollipop on the right, anda 
chest containing a Mega Green Herb Lollipop 
on the left. Head straight ahead, and prepare to 
face the boss gauntlet! 





TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 





00:35 0 305020 00:35 0 305020 00:35 0 305020 01:15 0 876750 
00:45 200 124950 00:45 200 124950 00:45 200 124950 01:20 200 354900 
00:55 400 79930 00:55 400 79930 00:55 400 79930 01:25 400 224440 
01:05 600 34910 01:05 600 34910 01:05 600 34910 01:30 600 93970 





TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO > 


01:00 0 168000 01:00 0 168000 01:00 0 168000 01:00 0 168000 
01:10 300 69600 01:10 600 69600 01:10 1200 69600 01:10 2000 69600 
01:20 600 45000 01:20 1200 45000 01:20 2400 45000 01:20 3500 45000 


01:30 1200 20400 01:30 2400 20400 01:30 4800 20400 01:30 5000 20400 
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1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 


ENEMY: Sapientia 


In the original Bayonetta, Sapientia was a water-based boss. Being 
beached, however, seems to have taken some of the fight out of him! 
He launches rocks at you, charges at you, tries to smash you with his 
claws, and fires lasers, but that’s about the extent of his repertoire. 


Dodge all of these in a beautiful dance and keep hitting him with your 
button-held PPP combo. Rosa is with you again to make the job easier. 
Once you’ve made short work of Sapientia, go ahead and enjoy the 
climactic Quick Time Event by rotating the Left Analog Stick. 
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TIME DAMAGE COMBO TIME DAMAGE COMBO DAMAGE COMBO TIME DAMAGE COMBO 
01:10 0 555000 01:10 0 555000 01:20 0 555000 01:40 0 555000 
01:20 800 225600 01:20 1600 225600 01:40 3000 225600 02:00 4000 225600 
01:30 1600 143250 01:30 2400 143250 02:00 4000 143250 02:20 5500 143250 
01:40 2400 60900 01:40 3200 60900 02:20 5000 60900 02:40 7000 60900 

| | 5000 5000 5000 5000 
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1st Climax/2nd Climax/3rd Climax/ 
co Climax 
ENEMY: Worship 


The final two boss 
fights in this Chapter 
take Bayonetta 
airborne! Dodge the 
missile shower that 
comes toward you as 
you approach your 
next enemy. 


“ 


1 op ner eet ae 





Once you get close, you'll be 
autopiloted to both sides of 
Worship. Avoid the missiles and tendrils that come out of 
the faces, and attack the faces themselves. 

When the first two faces are taken out, deal with the front of 
Worship in the same manner. Watch out for its giant angelic 
laser! Once you've defeated it, the final boss of the Chapter 
decides to step in... 


Go for Pure Platinum! 


Use the PPP combo, holding P with every attack, while 
following the above strategies. 








TIME 
01:50 
02:00 
02:10 


02:20 


DAMAGE COMBO 


0 


500 


1000 


1500 


1304000 — 


526400 


332000 


137600 


01:50 
02:00 
02:10 


02:20 


TIME DAMAGE COMBO 


0 


1000 


2000 


3000 


TIME DAMAGE COMBO TIME DAMAGE COMBO 


| 1304000 02:00 0 1304000 = 02:10 0 | 1304000 
526400 02:10 2000 526400 02:20 3000 526400 
332000 02:20 4000 332000 02:30 5000 332000 
137600 | 6000 137600 02:40 7000 


02:30 137600 
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01:00 
01:10 
01:20 


01:30 





1000 
1500 
2000 


5000 


co Climax 
ENEMY: lustitia 


and perform a fast headbutt. 





following the above strategies. 


COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 


323750 01:00 0 323750 01:10 0 323750 


132500 01:10 2000 132500 01:20 3000 132500 


84690 01:20 3000 84690 01:30 4000 84690 
36870 01:30 4000 36870 01:40 #5000 36870 
5000 5000 
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Go for Pure Platinum! 
Use the PPP combo, holding P with every attack, while 


TIME 
01:20 
01:30 
01:40 


01:50 


oy waetatuh. : 
i< > 2 { } | i Sy 


DAMAGE 


4000 


5500 


7000 


5000 


1st Climax/2nd Climax/3rd Climax/ 


The Cardinal Virtue of Justice was a much more complicated 
opponent last game, but that doesn’t mean he’s gotten any 
easier now! Not only has he gotten a mobility upgrade, but 
the full might of all of his plant-based tentacles aim to crush 
Bayonetta, to say nothing of his laser attacks! 


In addition to the above, lustitia can launch his own 
plant-based missile showers, fire blasts from his tentacles, 


\When you see his body rotate around his head rapidly, he’s 
about to fire his massive laser. Don’t be in the way of it! Dodge 
all of these attacks. Fire back when at range, and use melee 
when in close. Umbran Climax-powered shots from the Armor’s 
guns practically freeze lustitia in place when used on one of his 
face-bearing tentacles, so use those liberally. Whittle down his 
vitality, and that’s Chapter XIV in the bag! Hope you enjoyed 
the ride—not to mention the huge Halo payout! 


Earrings of Ruin e 1 Verse Card (Worship) 


COMBO 


323750 


132500 


84690 


36870 
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CHAPTER XV: TRUTH 


Chapter XV kicks off with 
Bayonetta and Rosa in an arena 
setting, where they are set upon | 
by hordes of angels! If you don’t 
fight, you won’t survive! 


1. BROKEN WITCH HEART (39/40) 


(MUSPELHEIM) VERSE 8: Yields 
Broken Witch Heart (38/40) 


(STANDARD) VERSE 7 
(STANDARD) VERSE 6 
RED HOT SHOT (ABOVE) 
(STANDARD) VERSE 5 
UMBRAN CROW (19/20) 











N 


See 


PLEASE MAKE A NOTE: 
THE FOLLOWING VERSES 
ARE NOT ON THIS MAP: 


* (STANDARD) VERSE 1 
¢ (BOSS) VERSE 2 

¢ (STANDARD) VERSE 3 
+ (BOSS) VERSE 4 





1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 


SUGGESTED PURE PLATINUM WEAPONS: 
Salamandra (Arms), Alruna (Legs) 





ENEMIES: Affinity (Staff) x2, Affinity (Horn) x2, 
Affinity (Mace) x2, Applaud (Staff) x1, Affinity (Bow) 
x1, Grace xl, Glory xl, Fearless x1, Fairness xl, Kinship x4, 
Beloved x2 


The fight itself is actually a straightforward enemy gauntlet 





Lv, ~t { 
2 86980 featuring enemies you've met by now. However, to get Pure 
| Platinum for the fight, you need to keep your combo going 
PFAcombo Points a ‘ ‘ 
Ome § = throughout the entire Verse. As soon as you vanquish one 


enemy, tag another with your gun. If the enemies are taking 
their time coming to the battlefield, then taunt. Finally, don’t let 
Rosa hog all the glory—she’s especially restless in this Verse and 
is great at killing enemies at the cost of your combo meter! 
Low-level Affinities and Applauds attack you and Rosa first. 

. : , Dodge and counter. Keep an eye on the horn Affinity because 
—— Ceres he likes to fire from far away. 
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Grace & Glory show up next, and they’re really good at 
avoiding attacks on the higher difficulties! Keep your 
assault relentless while dodging their attacks. 


Beat them and it’s on to Fearless & Fairness. They’re not 
as good at avoiding attacks, but they’re even better at 
giving them, so you have to dodge more and faster. 

A short Kinship intermission takes place before the final 
stretch consisting of Affinities and Beloveds. Shoot the 
Kinships with your gun. Use the Beloveds to keep your 
combo going, but attack everyone you can! 





The fun’s not over yet! Beat the gauntlet and it’s straight 
to a fight with Temperantia! 









TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 





04:20 0 95870 04:20 0 95870 04:30 0 95870 04:40 0 95870 
04:40 600 40330 04:40 1200 40330 04:50 2000 40330 05:00 $3000 40330 
05:00 1200 26440 05:00 2400 26440 05:10 4000 26440 05:20 5000 26440 





05:20 1800 12560 05:20 $3600 12560 05:30 6000 12560 05:40 7000 12560 
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Sn aha. EET 





1st Climax/2nd Climax/3rd Climax/ 
CO Climax (Go for Pure Platinum!) 


AN EMRE RONAN LENNON SNARE ENNE 








SUGGESTED PURE PLATINUM WEAPONS: 
Salamanca (Arms) 


coon eannenooG 








eanmutannoneidaitinEiOR OLY 


ENEMY: Temperantia 


ye au Temperantia only has a moderate number of attacks to his name, 
Cane but boy do they hit hard! When he gets in close, he slams the 
i” ground with his massive fists, attacks with his head laser and 
hand cannons, and sends torrents of energy up from the ground. 


When he's far back, shoot him with guns or Kafka. When he 
comes in close, dodge, then melee! After enough hits, he gets 
dizzy, which is your cue to melee him even more. 

Beat Temperantia and...oh no! The sky is falling! 


No, actually, it’s just nostalgia. Veterans of the original 
Bayonetta will recognize this scene in a heartbeat. 





TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 


01:30 0 17190 01:30 0 17190 01:40 0 17190 01:50 0 | 17190 

01:40 1000 7960 01:40 2000 7960 01:50 3000 7960 02:00 4000 7960 

01:50 1500 5650 01:50 3000 5650 02:00 4000 5650 02:10 5500. {| 5650 . 

02:00 2000 3340 02:00 4000 3340 02:10 5000 3340 02:20 7000 | 3340 
5000 5000 5000 5000 
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ENEMY SPOTLIGHT: Inspired 


Much like Kinships, Inspired are much weakened from 
their original Bayonetta versions. Simply tagging them 
with your Action button gun a few times is enough to 
make them go pop! 


1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 
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SUGGESTED PURE PLATINUM WEAPONS: 
Salamandra (Arms) 





oc sae agoovaosnavanneocoveneaaaranaeoaatNNbHPVgREH ED RIoE A eRIbiartIN anni eneiauemuetoauoeacoeuneRnLeNoNeNY 





aa ae 


ENEMIES: Affinity (Staff) x5, Affinity (Horn) xl, 

Affinity (Mace) x1, Inspired x3; 

co Climax: Affinity (Staff) x5, Applaud (Bow) xl, 

Grace xl, Glory xl, Inspired x3 

You're fighting a bunch of low-level angels that you've already 
dealt with, but mostly at the same time. Don’t get crowded 

on the smaller battlefield. co Climax throws a Grace & Glory 
into the mix, but the fight is no different otherwise. 





Get past this section and it’s time for another boss battle— 
this time against a new face. 








TIME” TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 





01:00 0 3750 01:00 0 3750 01:10 0 3750 02:00 0 17190 
01:10 300 2100 01:10 600 2100 01:20 1200 2100 02:20 2400 7960 





01:20 600 1690 01:20 1200 1690 01:30 2400 1690 02:40 4800 5650 


01:30 900 1280 01:30 1800 1280 01:40 3600 1280 03:00 7200 3340 
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1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 


SUGGESTED PURE PLATINUM WEAPONS: 
Rakshasa (Arms) 








ENEMIES: Loptr 


Loptr floats around the battlefield, throwing all sorts of 
elements and energy at Bayonetta. Loptr is also quite mobile, 
so you have to be faster. Stay on him with Panther Within! 


He can rain ice from the sky, which stays on the ground and 
makes moving around dangerous. If you step on the ice, 
you'll become frozen yourself and take damage! He can also 
attack and repel with Prophet's energy hands, as well as 
perform a punch combo with them. 


As far as energy is concerned, he’s again a lot like Prophet. 
He can release a horizontal wave of the stuff, project 
energy waves along the ground, send down lightning 
strikes, and project energy onto the ground that will trap 
you in a bubble if it catches you. If it does catch you, wiggle 
the Left Analog Stick to escape. 


Lower Loptr’s vitality enough and he sends down a giant 
flaming rock! Use the Quick Time Event to repel it. 


The Moon of Mahaa-Kalaa can actually help greatly 
against Loptr by causing him to recoil after you parry any 
of his many attacks. Consider bringing it along. 


The Masked Lumen strategy applies to Loptr: Dodge his 
attacks, go into Witch Time, perform up to four P slashes with 
Rakshasa in retaliation. Retreat and fire your gun until you 
can repeat the process. Optionally, Salamandra can work, but 
will be harder to wield against him on higher difficulties. 


Beat Loptr and...whew! Finally, a breather. When you have 
control of Bayonetta again, turn right around and walk 
toward the edge. An Umbran Crow (19/20) comes into 
view. Grab it! 


Break the nearby statues for some restorative items, then 
head down the path. 








TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 






03:10 0 17190 —03:10 0 17190 03:40 0 17190 04:10 0 17190 
03:40 ‘1500 7960 03:40 +~—- 3000 7960 04:10 4500 7960 04:40 6000 7960 
04:10 2250 5650 04:10 4500 5650 04:40 6000 5650 | 05:10 | 7500 5650 
a 04:40 | 3000 3340 04:40 6000 3340 05:10 ~=—«- 7500 3340 05:40 +~—«-9000 3340 


10000 10000 10000 10000 
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Ist Climax/2nd Climax/3rd Climax 


ENEMIES: Decorations x6 


This Verse is a freebie. Simply chase down the Decorations and pop 
them all. Be mindful of your precarious perch, however. Be careful 
not to fall! 


co Climax 


ENEMIES: Grace xl, Glory xl 


Instead of Decorations, you fight Grace & Glory. The bottomless pits 
around you are even more dangerous now. Don’t dodge off of the edge! 


Go for Pure Platinum! 


SUGGESTED WEAPONS: Salamandra 


cracewenaeeeONN 








Salamandra will take care of all of these enemies and give you Pure 
Platinum lickety-split. Just be sure to slice over solid ground! 













Keep going toward the open platform, but don’t walk to the center 
of it! Instead, just before doing so and triggering the next Verse, 
turn around and scale the rock arch. You see a chest containing a 
Red Hot Shot. Now head down and to the platform's center. 





By exiting and re-entering this — 
Chapter, you can stock up on 
multiple Red Hot Shots. Tip 
the scales in your favor for 
some of those tougher battles! 












TIME DAMAGE COMBO - TIME DAMAGE COMBO TIME DAMAGE COMBO - TIME DAMAGE COMBO 





00:12 0 130 00:12 0 130 00:20 0 130 00:50 0 3750 
00:22 80 120 00:22 160 120 00:30 320 120 00:55 3000 2100 
00:32 160 00:32 320 00:40 640 01:00 4500 1690 
00:42 240 00:42 480 00:50 960 01:05 6000 1280 





For Ist, 2nd and 3rd Climax: Anything below 120 points will earn a Stone Score medal for the Verse. 





eargEisr icici 
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Ist Climax/2nd Climax/3rd Climax 


ENEMIES: Grace xl, Glory x] 


You face a Grace & Glory, who fight no differently in this Verse 
than they did earlier, and you have lots of room to play in! Use 
it to your advantage. 


co Climax 


ENEMY: Beloved (Giant) x] 


Blocking your path is a super-sized Beloved, who attacks like 
a regular Beloved. Don’t hurt yourself trying to get to the red 
weak spot on his back, but know that attacking is the best 
way to get a Platinum Time medal for the Verse. Go for it as 
best you can, but otherwise, never stop dealing damage. 


Go for Pure Platinum! 








SUGGESTED WEAPONS: 
- Salamandra (Arms), Alruna (Legs) 


rteneinoeanee 





Salamandra with the above strategies will net you the 
Pure Platinum. Work efficiently and defeat your enemies 
using a single combo if you can. Hold K during Witch 
Time/Umbran Climax to topple the co Climax Beloved 
and get to its weak point more easily. 


Don’t go inside the building 


yet! The left path takes you 














TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 


00:40 0 3750 00:40 0 3750 00:50 0 3750 01:00 0 10500 
01:00 600 2100 01:00 1200 2100 01:10 2400 2100 01:20 3000 5100 
01:20 1000 1690 01:20 2000 1690 01:30 4000 1690 01:40 4500 3750 
01:40 1400 1280 01:40 2800 1280 01:50 5600 1280 02:00 6000 2400 
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1st Climax/2nd Climax/3rd Climax/ 


ip veer = =— © Climax (Go for Pure Platinum!) 





SARAIVA NON 


\ SUGGESTED PURE PLATINUM WEAPONS: 
Salamandra (Arms, Legs) 


DiI NR RRR 





ENEMIES: Fearless xl, Fairness xl; 0 Climax: Fearless x2, 
Fairness x2 


The difficulty level determines whether or not you face one or 
two pairs of Fearless & Fairness. You may have to take to the aira 
few times because this is an extremely small battlefield. Turn the 
small battlefield into an asset by attacking multiple enemies at 
once, and using Umbran Climax liberally. 

Keep going until you get to the end of the path, where you'll 
find arguably the hardest Muspelheim Verse in the game. 








Ist Climax/2nd Climax/3rd Climax 


MUSPELHEIM OBJECTIVE: 
Defeat all enemies without touching the ground once. 


ENEMIES: Decorations x6, Beloved x] 


You have only one small platform to stand on, and it won't 

be there for long. You have to use all of Bayonetta’s acrobatic 
abilities to stay alive. 

This Verse starts out with a flurry of Decorations. Shoot them 
down with guns or the Kafka. Once you do, Beloved shows up 
and wrecks your platform. Keep jumping off of his back and 
attacking him until his vitality is depleted, which is easier said 
than done. Go for the red weak point whenever possible. 





co Climax 


MUSPELHEIM OBJECTIVE: 
Defeat all enemies without touching the ground once. 


ENEMIES: Decorations x3, Beloved (Lava) xl 


On co Climax difficulty, you have fewer Decorations, but a larger, 
stronger lava Beloved to deal with. To start, the Rodin weapon 
makes short work of this Verse if you have it. If you don’t, then 
beating this Verse as Bayonetta Is quite tough. The strategy 
remains the same, it just takes a lot more patience and defensive 
skill. Good luck. 





BEATING THIS MUSPELHEIM NABS YOU a Broken Witch Heart (38/40). 
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Go for Pure Platinum! 


SUGGESTED WEAPONS: 
# Salamandra (Arms), Kafka (Arms) 
For the lower difficulties, equip the Gaze of Despair to get 
the requisite combo points. And you thought you had 


it easy. Otherwise, slice away with Salamandra to your 
heart's content. 


Once you've beaten the Muspelheim, prepare to solve 
arguably the hardest Umbran Witch Resting Place in the game! 
Doing so will nab you a Broken Witch Heart (39/40). 


Go back the way you came, and into the building. After some 
exposition, stand under the moonlight, and walk upward to 
the roof, and the end of the Chapter. 





MENT EN 


UMBRAN RESTING PLACE (30 SECS) 


The time limit really makes this challenge tough. You 
need to scale one of the towers (use one of the smaller 
broken pillars as a boost), then use a combination of 
Panther Within and Crow Within to clear the gaps to 
the other towers containing the pieces. 





ACT. FL 
me | 4 
ee EE 


A: 2 oa om oe, a i ai ee sey 

S | on ieee et | 2 = . | 7 
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1 Verse Card (Loptr) 










ae 7 DAMAGE COMBO TIME DAMAGE ebmaO TIME DAMAGE COMBO TIME DAMAGE COMBO 
00:54 oO 5880 | 00:54 Oo | 5880 | OL0S 0 5880 | 02:20/ Oo | 38400 
0:04 300 3070 01:04 += 600 3070 «oS. S200 3070 02:40 3000 16800 
O14 | 600 | 2370 | O14 | 1200 2370 = 01:25.-——i«(2400 2370 (03:00 4500 11400 
01:24 = 900 670 | o124 | 1800 670 «O135—«3600 670 03:20 «6000 6000 





TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 





01:05 0 | 2990 01:05 0 2990 01:05 0 2990 01:50 0 13100 
01:15 200 1750 01:15 | 200 1750 01:15 | 200 1750 | 02:00 200 | 6250 
01:25 400 1440 01:25 400 ~=1440 01:25 400 1440 02:10 400 #4540 
01:35 600 1130 01:35 600 1130 01:35 600 1130 02:20 600 | 2820 
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The final stage, the final boss, and the final large-scale video 
game reference, are all rolled up into one. It’s a fitting end 

to Bayonetta 2, the game that does it all! You'll need all the 
skills you’ve acquired thus far to emerge victorious. 





PLEASE NOTE: Verse 1 and Verse 2 are not on the map, 
they’re part of the flying section. Verses 5 through 9 are 
part of the end credits. 


1. (BOSS) VERSE 4 

ENTRANCE TO THE GATES OF HELL 
UMBRAN CROW (20/20) 
JOURNALS ECHO 


(MUSPELHEIM) VERSE 3: Yields 
Broken Moon Pearl (16/16) 


6. BROKEN WITCH HEART (40/40) 


wp WN 


VERSE 1 (FEATURING BOSSES GLAMOR AND VALOR 


FIRE THE SPACE-AGE AFTERBURNERS! 


Fans of old-school on-rails shooters like Star 
Fox or After Burner will feel right at home 

as Bayonetta and Balder take on angels and 
demons in a fighter jet piloted by Jeanne! 

The Punch button causes Bayonetta to fire 
long-range shots that can be powered up 

by holding the button. Balder uses powerful 
close-range slashes via the Kick button. 

If you want things to be a little more immersive 
(look alive, veterans of Star Fox 64 3D!), press the 
ZL button to open the controls menu, then press 
the - button for gyro controls. Now that that's all 
out of the way, we’ve got bad guys to smash! 





CHECK THE CROSSHAIRS! 


Crosshairs come in two flavors during 

this sequence: red and yellow. These 
change depending on enemy distance. 
When dealing with far away enemies, the 
crosshairs are red, which cues you to shoot 
it with Bayonetta’s magic. However, when 
the crosshairs turn yellow, the enemy has 
come close enough that Balder’s slashes are 
the best choice. 

Take note of the crosshairs in order to play 
efficiently and never waste a shot! 
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1st Climax/2nd Climax/3rd Climax/co Climax 


Verse 1 is dedicated to angels attempting to shoot our intrepid 
trio out of the sky! Maneuver the plane and use Bayonetta and 
Balder’s attacks to repel them. 








hen enough fodder angels have been shot, Glamor returns, 
persistent as ever! 


Glamor brings to the table his full arsenal. Dodge his claw swipes, 
tail swipes, angelic darts, and ice darts, then retaliate with shots 
and slices depending on his range. 


Once Glamor explodes, another wave of fodder angels approach. 
Fire away just like last time. 


Verse 1 ends with the return of Valor for a rematch! Looks like he 
got “a new one of those” after all! 


There’s little difference to how Valor fought then and now—you just 
happen to be in an awesome plane this time around. He has devas- 
tating horizontal and vertical sword swings, as well as a move where 
he extends his sword from long range, and the ability to launch an array 
of explosive charges! Again, dodge everything and retaliate. Use your 
plane’s maneuverability to give yourself an advantage. 


Go for Pure Platinum! 


Don’t get hit, and shoot down as many enemies in a single combo as 
you can. Time score will mainly come down to how quickly you defeat 
the bosses. Make good use of Umbran Climax! 


CH16 1ST CLIMAX 2ND CLIMAX 3RD CLIMAX co CLIMAX 


Vi TIME DAMAGE. COMBO TIME DAMAGE COMBO TIME DAMAGE. COMBO TIME DAMAGE COMBO 


03:00 0 5880 03:00 0 5880 03:00 0 5880 03:00 0 5880 
03:10 1000 3070 03:10 2000 3070 03:10 3000 3070 03:10 5000 3070 
03:20 1500 2370 03:20 | 3000 2370 03:20 4000 2370 03:20 6000 2370 
[eronze 03:30 2000 1670 03:30 4000 1670 03:30 5000 1670 03:30 7000 1670 


BOSS BONUS 10000 10000 10000 10000 
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TIME 


02:40 


02:50 


03:00 


03:10 


DAMAGE 


1000 
1500 
2000 


10000 








‘COMBO 


2240 


1380 


1160 


940 





1st Climax/2nd Climax/3rd Climax/ 
co Climax 


It’s the demons’ turn now! Fire at them just as you did the angels. 
Many of them will come into long range, making them excellent 
targets for Balder. 


After you've taken down enough demons, Insidious joins the fight! 
Just like last time, you have to worry about the tentacles that come 
from his eyes, as well as the lasers that both his eyes and tentacles 
can fire. Concentrate your fire on both of his eyes to send him 
packing... 

...a least for a few seconds! Insidious comes up behind you, firing 

a large spread of demonic magic! Counter with all of the firepower 
Bayonetta can muster to finally win. 


Go for Pure Platinum! 


Don’t get hit, and shoot down as many enemies in a single combo as 
you can. Time score will mainly come down to how quickly you defeat 
the bosses. Make good use of Umbran Climax! 


Bayonetta and Balder land on The Sacred Mountain Fimbulventr 

at last, which means it’s time to grab the final collectibles in Story 
mode! Are you ready? 

First, once you land, go to the left to grab a chest with the final 
Broken Witch Heart (40/40). Then go back to where you started, 
pick up the Journal’s Echo An Audience With... then go right of the 
entrance this time to enter the last Muspelheim. 












02:40 0 2240 02:40 0 2240 02:40 0 2240 

02:50 2000 1380 02:50 3000 1380 02:50 5000 1380 

03:00 3000 160 03:00 4000 1160 — 03:00 6000 1160 

03:10 4000 940 03:10 5000 940 03:10 7000 940 
10000 10000 10000 


PRIMA OFFICIAL GAME GUIDE 200) PRIMAGAMES.COM/BAYONETTA2 





INTRO | GAMEPRIMER | COMBATPRIMER | ADVANCED COMBA’ -HROUGH | ENEMIES | SECRETS/EXTRAS | BEHIND THE SCENES 








BEATING THIS VERSE NABS YOU the final 
Broken Moon Pearl (16/16) 






TIME DAMAGE COMBO _ TIME 





FY 00:30 0 1230 00:30 
D - 00:40 200 850 00:40 
- 00:50 400 760 00:50 

01:00 600 660 01:00 





1st Climax/2nd Climax/3rd Climax 
MUSPELHEIM OBJECTIVE: 
Defeat all enemies without taking a single hit. 


ENEMIES: Allegiance x] 


A single Allegiance can be tough to destroy without taking a single hit, 
but it could be worse. Dodge all of his sword swings, keeping in mind that 
his sword is extendable. Staying at range isn’t necessarily safe. Approach 
from the front and sides—if you to try to come up from behind, he'll use his 
spinning sword swing, which is his fastest and hardest-to-avoid attack! 


co Climax 


MUSPELHEIM OBJECTIVE: 
Defeat all enemies without taking a single hit. 


ENEMIES: co Climax: Acceptance (Harp) x2, 

Accolade (Twin Blades) x1, Accolade (Shield) xl, 

Accolade (Hammer) x1, Allegiance x] 

Prepare for a gauntlet of enemies, featuring the three hardest types of 
Accolades, and an Allegiance! They're all enemies you've met before, so 
put all of your known skills to the test. Engage the twin-bladed Accolade 
while using the arrows from the Acceptances to fuel Witch Time, bait the 
hammer and shield Accolades into attacking, and don’t give the Allegiance 
an inch lest he retaliate with his sword. Pulley’s Butterfly and the Moon of 
Mahaa-Kalaa can provide some extra protection. 


Go for Pure Platinum! 


sss = 





fs) SUGGESTED WEAPONS: Salamandra (Arms) 





The time limit for Pure Platinum in this Verse is pretty strict—you need 
to make sure your dodges are flawless so that you can slice away in 
Witch Time every single time an attack comes toward you! Otherwise, 
using the Salamandra with the above strategies will bring the victory. 


Once done there, follow Balder inside. Keep running up the steps 
while keeping an eye out for the final Umbran Crow (20/20) on 
the top left, sitting atop a wide column. 

At the top of the steps is your final chance to enter The Gates of Hell, 
as well as a few breakables containing some items. Stock up now, 
because once you enter the doors, there’s no turning back. 





DAMAGE COMBO > TIME DAMAGE COMBO~ TIME DAMAGE COMBO 


0 1230 00:30 0 1230 02:00 0 39200 
200 850 00:40 200 850 02:10 200 17150 
400 760 00:50 400 760 02:20 400 11640 
600 660 01:00 600 660 02:30 600 6130 
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EMR 


1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 





SUGGESTED PURE PLATINUM WEAPON: 
~ Rakshasa (Arms) 


ENEMIES: Prophet, Aesir (3 Phases) 


Vs. Prophet 


Before gaining the right to face the final boss, you must face the 
Prophet in a final showdown. The attacks on display here are the same 
as old encounters with the Prophet, as well as Loptr. Ethereal fists fly 
toward you or push you away. Lightning rains down from the sky in 
short triple-bursts. Energy is projected at you from the ground and if it 
hits, can trap you in a bubble. 


Prophet can launch a torrential column of energy at you, or project that 
energy into blades that travel along the ground, or even form a large 
laser. He can rain ice from the sky that stays on the ground, making 
navigation tough! As the battle wears on, his attacks are replaced with 
more intense versions of the same. 





When Prophet is on his last legs, he rains meteors from the sky, which 
can be dodged. He’ll also form whirlpools on the ground that attempt to 
suck Bayonetta in. Run away from these with Panther Within! 


Every attack can be dodged, and as a bonus, comes out slowly enough to 
give Bayonetta a second to prepare. The only exception is the ground-based 
ice. Hold your ground, dodge around the field or go airborne for the few 
seconds the ice lingers. 


As far as offense goes, the Masked Lumen strategy will work here (as well 
as for the rest of the battle, but that’s getting ahead of ourselves). Dodge 
into Witch Time, rush in and attempt to get up to four P slashes with 
Rakshasa. Retreat (dodging if necessary) while firing your gun and waiting 
for another dodge opportunity. Do your best to keep your combo alive. 
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Vs. Aesir (Phase 1) 


For Phase 1 you’re fighting cooperatively with Balder, 

meaning that, as usual in co-op fights, you have a helping | 
hand to whittle down vitality, but you also need to be 
extra-aggressive to keep your combo score up. However, 

don’t be so aggressive that you miss a dodge opportunity, or 
worse, run straight into an attack. 


The same offensive strategy used in the last Verse works 
against Aesir as well. With that out of the way, let’s look at 
what you’re up against. 





Further into the fight, Aesir opens a timewarp to call in 
divebombing planes! Indicators on the ground show where 
the bombs will hit. Don’t be in any of these places! 
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Finally, when his vitality is low enough, he opens another 
timewarp to send ina satellite, blowing Balder away. It’s now 
up to a flying Bayonetta to thwart Aesir’s ambitions alone. 


Vs. Aesir (Phase 2) 





Phase 1 of Aesir is pretty much the Prophet on steroids. He 
can fire twin energy balls from above, let loose with a flurry 
of punches and kicks, and he’s got the same energy hands 
and fists as Prophet and Loptr. He also brings back the 
projected ground energy, and the large laser blast. 





The second phase of Aesir adds even more attacks to watch 
out for, such as a large missile shower. The missiles are slow 
and easily dodged; there are just a lot of them. You've also 
got energy shots, energy waves, large laser blasts from both 
Aesir and his satellite, and lightning from below! 


As you whittle down his vitality, he gains more attacks. The 

first is a slow motion spell cast over the entire battlefield 

(turning it red). You can—and should—interrupt this because 
otherwise the dodging timing on it is extremely strict. If you do 

get caught in the field, wiggle the Left Analog Stick to get out. 


Aesir also fires multiple energy balls from the sky that home 
in and fly at you, reminiscent of Balder’s mass feathers 
attack. Finally, he launches himself in a fast flight across the 
battlefield, much like an Applaud. 
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San PGaron 
A little way into the fight, Aesir calls forth the entire Two last climactic Quick Time Events are activated to finish 
satellite. Twirl the Left Analog Stick when it approaches to Aesir off, and they are doozies! For the first, press the 
repel it Bayonetta-style. prompted buttons as quickly as possible. 





Keep fighting until you exhaust all of Aesir's vitality, For the second, guide Aesir’s flight path into the mouth of 

whereupon Loki plays his “trump card” and knocks Aesir out Jeanne’s summoned demon using either the Left Analog 

of his godlike state. Stick or (for an easier time) the stylus on the touch screen of 
the Wii U GamePad! 

Vs. Aesir (Phase 3) Then press buttons to give him the crunch treatment. That's 


game, everybody! 





Or not! The credits roll, but the Chapter isn’t over yet! 
Prepare to face a series of time-limited miniature battles 
that absolutely do count toward your end-of-Chapter score! 
Let’s dance, boys! 





This is actually less of a phase and more of a supreme 
beatdown. With Aesir weakened, tag-team with Balder and 
get in your last few combo points! 


Meir tates 


TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO 





06:40 0 30030 06:40 0 30030 07:10 0 30030 07:40 0 30030 
07:10 3000 13330 07:10 6000 13330 07:40 8000 13330 08:10 10000 13330 
07:40 5000 9160 07:40 10000 9160 08:10 | 12000 9160 08:40 14000 9160 
08:10 7000 4980 08:10 144000 4980 08:40 | 16000 4980 09:10 18000 4980 


100000 100000 100000 100000 
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COMBO 





TIME DAMAGE TIME 

00:25 0 390 00:25 0 
00:26 100 340 00:26 500 
00:27 200 320 00:27 | 1000 
00:28 800 310 00:28 1500 


~« ENVIRONMENT#DESIGN EEAD 


Hiroki Onishi 


Pon ronvest Dgsian” 


iz 
em ietsuya Sasano 
| iy 
Shohei -Kameoka/ 
Tetsiya Kawai/ 
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, Nami Nishioka~ 
Namie= Higa 
Hisahiro Tanaka 
Asami Tsushima 
Natsumi Tashiro 
Shingo Saito 








TIME DAMAGE COMBO TIME DAMAGE 
00:25 0 390 00:25 0 
00:26 150 340 00:26 300 
00:27 300 320 00:27 600 
00:28 450 310 00:28 900 
3000 3000 
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1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 


ENEMIES: Acceptance (Spear) x2, Acceptance (Harp) xl, 
Accolade (Spear) xl, Compassion x5 

In this Verse you have Loki with you but he won't be much help 
damage-wise. Do all of the damage you can against the Accep- 
tances and Compassions as quickly as possible. You only have 
Love Is Blue, so fire shots along with your melee attacks and 
cover as much ground as possible. 


TIME DAMAGE COMBO TIME DAMAGE COMBO 
390 00:25 0 390 00:25 0 390 
340 00:26 1000 340 00:26 3000 340 
: 320 00:27 2000 320 00:27 5000 | 320 
310 00:28 3000 “510 00:28 7000 310 


1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 


ENEMIES: Masked Lumen 


You're fighting the Masked Lumen here, but fortunately the 
game was nice enough to give you Rakshasa! If you’re playing 
on any of the first three difficulties, go on the aggressive while 
dodging his attacks. On co Climax this Verse is a lot harder, 
because you pretty much have to dodge every attack perfectly 
in order to go into Witch Time and be able to retaliate at all. 
Fail to get in enough attacks, and you'll run out of time! 


COMBO 


TIME DAMAGE COMBO TIME DAMAGE COMBO 
390 00:25 0 390 00:25 0 390 
340 00:26 600 340 00:26 1500 340 
320 ~ 00:27 1200 320 00:27 3000 320 
310 00:28 1800 310 00:28 4500 310 
3000 3000 
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TIME DAMAGE COMBO TIME DAMAGE : 
00:25 0 390 00:25 0 
00:26 | 200 340 00:26 | 400 
00:27 400 320 00:27 800 
00:28 600 310 00:28 1200 


RGD SIMYAtNIC DIE.SIGIN LizyayD) 
: EF | 


Mitsunir® Kubos ‘ 
Hiroyuki. Eto 
Shinji, GUtsunomiya 
shonei Fujimoto 
Colbie ew les-teler.) 
Tomona Tsuzuki 
Chinatsu Ishida 
Atsuko Nishiguchi 


Kunikazu Yanagisawa 





DAMAGE 





TIME DAMAGE COMBO _ TIME 

00:25 0 3750 00:25 0 
00:26 200 2100 00:26 400 
00:27 400 1690 00:27 800 
00:28 600 1280 00:28 1200 
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COMBO 


Ist Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 
ENEMIES: Affinity (Staff) x3, Affinity (Horn) xl, Affinity 
(Mace) xl, Applaud (Staff) x1, Decorations x3 


You have Rosa with you as you relive Chapter XIll. Just like back 
then, try to tag more enemies than she does to build up your 
combo score. The most important objective, however, is to clear 
out all the enemies, period, before time runs out. 


You actually have Bayonetta’s classic Scarborough Fair guns this 
time around, so use them to hit enemies from afar! 


DAMAGE COMBO 


COMBO TIME DAMAGE COMBO _ TIME 
390 00:25 0 390 00:25 0 4b 390 
340 00:26 800 340 00:26 2000 340 | 
320 00:27. 1600 320 00:27 4000 320 
310 00:28 2400 310 00:28 6000 310 


1st Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 


ENEMIES: Beloved x6 


Thankfully, the final two Verses of the game are freebies. Use the 
awesome power of the Umbran Armor to lay waste to Beloveds! 
Use the PPP combo, holding P on the last part of the combo. 


TIME DAMAGE COMBO TIME DAMAGE COMBO 
3750 00:25 0 3750 00:25 0 3750 
2100 00:26 800 2100 00:26 2000 2100 
1690 00:27 1600 1690 00:27 4000 1690 
1280 | 00:28 | 2400 1280 00:28 6000 1280 
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VERSE 9 


Ist Climax/2nd Climax/3rd Climax/ 
co Climax (Go for Pure Platinum!) 


ENEMIES: Acceptance (Spear) x7 

In this final Verse, it’s you and Jeanne against a slew of Acceptances. 
Do your best to herd the Acceptances directly in front of you so you 
can take them out all at once—preferably with Umbran Climax. 






POST=-CHAPTER SPOILS" 
1 Verse Card (Aesir) 


CH16 1ST CLIMAX 2ND CLIMAX 3RD CLIMAX co CLIMAX 


V9 IME DAMAGE COMBO TIME DAMAGE COMBO TIME DAMAGE COMBO TIME. DAMAGE COMBO 
00:25 0 1680 00:25 =SiOst—<“i«s*«iBS«é285 0 1680 00:25 0 1680 
00:26 100 1090 00:28 +-«-200~«S=«1090—=S«00:28+~—=S—«400 1090 00:26 += 800.—S«090 
00:27 200 950 00:27 7 400 950 00. 27-800 950 0027 1600 ~—«9850 


00:28 400 800 00:28 800 800 00:28 1600 800 00:28 3200 800 





CONGRATULATIONS ON HAVING BEATEN BAYONETTA 2’S MAIN STORY MODE! 


Sit back, enjoy the dance, check out the pretty pictures...but don’t rest too long! You haven't seen everything there is to offer. 
Once you beat Story mode for the first time, the Lost Chapter opens up, boasting all-new challenges for the seasoned player— 
which, if you’re reading this, includes you! Pick up that controller and dive headfirst into the challenge. 


FOR MORE SECRETS THAT YOU CAN ACCESS POST-GAME, 


check the Secrets & Extras section on page 260! 
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LOST CHAPTER 


Think you've finished Bayonetta 2 once you've laid waste to Aesir? Think again. After the credits have rolled, the Lost 
Chapter opens up, inviting you test your skills against the toughest battles around! 


The Lost Chapter is split up into five Witch Trials, each with their own loose themes when it comes to enemy placements. 
Read on to gain essential tips for surviving this unforgiving gauntlet. 


WITCH TRIAL | (DIFFICULTY: 2ND CLIMAX) 


VERSE 1 


| LOST 1 


SUGGESTED WEAPON(S): 
Salamandra (Arms), Alruna (Legs) be soca! 


ciara : Scie 








ENEMIES: Compassion x8 


SILVER | 
The Compassions come out fairly slowly in this Verse, so your toughest | sue 


challenge is keeping your combo going for high scores. Pick Compassions 
off one or more at a time, and use Stiletto to rocket to a new one each 


time you find yourself between fights. BOSS BONUS 





2ND CLIMAX 





SUGGESTED WEAPON(S): 





ible (Arms), Alruna (Legs) 
ae ne yearn 
ENEMIES: s Acaeniance (Harp) x4, Acceptance rane x4 
Keep one eye to the ground so you can see the Harp Acceptances’ 
arrows—they’re usually a little easier to dodge than the other Accep- ss 
tances’ spears for Witch Time. Otherwise, you’ve been here before. 


BOSS BONUS 
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Dodge attacks, slice to ribbons during Witch Time, repeat. 


INTRO | GAMEPRIMER | COMBAT PRIMER | ADVANCE 





SUGGESTED WEAPON(S): 
Salamandra (Arms), Alruna (Legs) 


‘nie A HN ERR A AAA RA AAR RA HINA AEH RR HE DEH SA A ER RAH OR DE OA DE HII AHERN NEIDIO INANE IDIE IODIDE TOTEM TO SOTIETEN OC AITUNEARONE SRI AIE S | 





ENEMIES: Acceptance (Harp) x2, Accolade (Spear) x2, Urbane x1 


In this Verse you've got a big ol’ Urbane stomping around while you’re 
trying to get rid of some horses. Dodge the attacks from the small fry 
in order to destroy them during Witch Time. Take on the big cheese 
one-on-one by slamming him to the ground with Alruna by holding K 
during Witch Time, and whaling on him while he’s helpless! 


LGatatatet tates 212545479 


Atcombs Points 
sete 20869 
Sage ot pense 
; A® 2D 
EF 
oe OTH 


With Time 


- 


vais 








Salamandra (Arms), Alruna (Legs) ea ee aes 
ee a en i a 30 es A: 01:05 300 3200 
ENEMIES: Acceptance (Harp) x4, Accolade (Twin Blades) x] aemTNaEER SEE | 
ce SUVER 01:25 600 2470 
Use the arrow shots from the Acceptances for easy Witch Time | | 
dodges so you can take out the Accolade first. Then go for the foe 01:50 1200 1740 
Acceptances. | ae ; aan 
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aie TIME —~dDAMAGE-—SCCOMBO 





SUGGESTED WEAPON(S): 


~ Salamandra (Arms), Alruna (Legs) a ‘ mits 

Oe ee 01:25 300 13330 
ENEMIES: Acceptance (Harp) x2, Accolade (Spear) x4 

01:45 600 9160 


Follow the same technique as last Verse for the Harp Acceptances. 

Spear Accolades’ wide, telegraphed swings make dodging into Witch : oe mee a0 
Time easy. If you find yourself overwhelmed by the Accolades, slam : | | 
one or two to the ground with Alruna during Witch Time by holding K. 


NA ‘ 5 
2125954383 


151 Gas 


eambo Paints 


SUGGESTED WEAPON(S): 





Salamandra (Arms), Alruna (Legs) oe : sat 
ee 01:30 300 10400 
ENEMIES: Valiance xl 
02:00 600 7250 
The bigger they are, the harder they fall! Dodge his sword, then 
02:40 1200 4100 


bring him to the ground with the Alruna by holding K. While he’s 
recovering, slice him with the Salamandra for all you’re worth! 
Repeat until he’s vanquished. 


1500 





1 Verse Card (Fortitudo) 
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EASE OL OCEANA 


SUGGESTED WEAPON(S): 
Salamandra (Arms & Legs) 


SC ORNOORIENIE ESIC MEL SOREC ICEBAR OTORIOCADC LACORS IRONS ACME 





ACER AASRIEASORRIOREALE REEL EISENSTEIN IATENS ae 





eeoonaneroconecorocorscorasoenroonicoe roamrenemonracomene rocroenianoronobrONTISODION CORIO HANI 





ENEMIES: Cachet x2, Compassion x5 


Pick off all of the enemies, dodging and retaliating where applicable. 
The Cachets usually come to you, but use Stiletto to track down 
enemies yourself if you find yourself in an empty space. 









ANIMADOR RNAI NARA AA SORIA NAAN 





ONE NER RRR 


SUGGESTED WEAPON(S): 
Salamandra (Arms), Alruna (Legs) 


CONCERN ONE OAR EREL ELE 








snnvrenARneoArnNnnnnninnMannsanniannssnnnann 


ENEMIES: Acceptance (Harp) x2, Accolade (Shield) x3 


Witch Time and Umbran Climax are your best friends in this Verse, 
as you'll need both to get past the Accolades’ shields and keep your 
combo multiplier up. Dodge every attack you can. You might want to 
leave the Acceptances for last, as their arrows make for easy Witch 
Time opportunities. 
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WALKTHROUGH: LOST CHAPTER 


TIME 


00:35 


00:50 


01:10 


01:35 


TIME 


01:10 


01:25 


01:45 


02:10 


1000 


2000 


4000 


600 


1200 


2400 


COMBO 


1870 


1220 


1050 


890 


COMBO 


10500 


5100 


3750 


2400 








SUGGESTED WEAPON(S): 
Salamandra (Arms), Alruna (Legs) 


SAE MAL A CE CL COR NETIC EES NEEL SEE TELS ETL NNN RE OER AN SAARI INS RSI ENN ITNT INE RTE EERIE BORER P ESPEN O AIAN 





ENEMIES: Belief x1, Accolade (Shield) x2 


sk ial iia ania 


Use the same strategy as last Verse, except you might also want 


to occasionally use Witch Time to slam the Belief to the ground by | 
holding K. This temporarily stops him from attacking, and leaves 
him a sitting duck. ees 





SUGGESTED WEAPON(S): 
Salamandra (Arms & Legs) 





ENEMIES: Enrapture x2, Acceptance (Harp) x2, 
Accolade (Twin Blades) x] 


This all comes down to your dodging skills. The Accolade’s blade attacks 
are fast, and arrows from the Acceptances rain from above. It’s your 
choice as to whether or not you want to take out the Enraptures first (an 
enraged Accolade swings even faster) or leave them alive for more points. 
Whatever choice you make, slice and dice until all are destroyed. 


sacha lea 
eee 
prea 
aaa 
peta 
} fates 
pes 
et > 
bee 

l hss" Se 
ipoeatres 
rae 
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01:30 


01:50 


02:20 


03:00 


CRN SORLG SOS NB INGENTA TSR MA DRMAREAL ANG SOLAR SON gNA AN SECM ER SECS 


00:40 


00:50 


01:05 


01:25 


600 


1200 


2400 


600 


1200 


2400 





RESELLERS. 


Pom ism ae)| 1} 6: 300m 


_ (yey? '7 
eae igge a 
rT 





3940 


2210 


1770 


1340 


INTRO | GAMEPRIMER | COMBAT PRIMER | ADVANCED COMBAT | WALKTHROUGH | ENEMIES | SECRETS/EXTRAS | BEHIND THE SCENES 





VERSE 5 





(>. SUGGESTED WEAPON(S): 


| GS Salamandra (Arms & Legs) 


00H 





robioeenenoionaneenbnnnidenitanimohincniont rection i 


ENEMIES: Accolade (Hammer) x3, Enrapture x2 


This one’s a much easier choice. Destroy the Enraptures ASAP 
because Accolade hammers hurt like nothing else, and a faster 
attack rate only means increased pain. With them out of the way you 
can more easily dodge the hammers, then retaliate with Salamandra 
swipes during Witch Time. Don’t get crowded! 







VS TIME  pamase | come 
01:00 0 14710 
01:15 800 6900 | 
01:35 1600 4950 
02:00 3200 3000 
. 








VERSE 6 








SUGGESTED WEAPON(S): 
' Salamandra (Arms), Alruna (Legs) 


ENEMIES: Enrapture x4, Gravitas x] 


Destroy the Enraptures first again to make the Gravitas a much 
easier time. Once Gravitas is alone, slam him to the ground by 
holding K during Witch Time, then attack without mercy! 






3RD CLIMAX 


TIME DAMAGE ——~COMBO 


Wie) 
01:40 0 34040 
02:00 1000 15000 
02:30 2000 10240 
03:10 4000 5470 
ana 
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“occr p20 gonenocacepanezacetenenacranenansonstnenpr seo taneneRtenOK HERI DSHeOnS CER ONAN OORIKeH I nHIRHIRmIeN HORDE nIRnIan-NBHIBOEI-RERETORDIORORIOnITTHRIaDNIOpRRONDIRREIODMIOS TaN FIOIDI IRON ImH INH TUNIIZR MOMOVIHiS mom nRi TOM Matias se 


| SUGGESTED WEAPON(S): Salamandra (Arms & Legs) 





*\ syoce tor theo opencoanorvoanetesnosqeconqnes peetonetocceryertadestosucer mepamieoeorenaRtoRNIaeaRREaNINEENeCRRCoKeRenEHneRDHNeTtaneHE Sen aneRteRNenHeeRInaREnORISENINREHeRTntEnIateReE Ean InoRIRNEOCEMsEeORE HanHY IORCINHI IONE IoRUBRMCAHIEDRHITD! IHR TONIC IOM CORINNHIAHNVaEE Hao IONIAN ION GANT 


ENEMIES: Compassion x6, Fidelity x3 


Dodge and slice, dodge and dice. This Verse is straightforward, 
but keep an eye on your surroundings as both enemy types here 
are mobile and can come from all sides. 


ee Fa 


ERVAWAU CIAL 


“oso sesceseopenspraceansnesennsanananpesanncanannepiansnemecerepnaanenneenpitenensuarntapaneansepninenimensshanpehantaaersnetnsenace sinmudchannrannnsaninncbtnncnecaesssnicerannensdnnnctisatdaarscmnasnaderasanadnnscnennanacranchiathaagtinnnisnsassnarnadsnneagiaans cnttennisanaasessasws\ as 


SUGGESTED WEAPON(S): Rakshasa (Arms) 





SO ENERO AONE LOADED MAME LOL PLLE TALIM LIE LE RENN SES LELAND ELENA AENEAN LLL ELIOO EIT ILA LEANED EPRE AY EERIE EIR II IS 


ENEMIES: Masked Lumen 


Your combo score requirement’s pretty high, so equip Rakshasa here. 
Dodge the Lumen’s attacks, retaliate with up to four slashes, dodge 
away, fire your gun until he attacks again, then repeat. Never break 
the combo if you can help it. Because this is 3rd Climax, some Umbran 
Climax attacks will work outside of Witch Time, but not all. 


a ° i . 4 
Sw tad | | di 
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ae WT cn ely we! nk Ue El wm Wm ad wo ww ad wp Pm ce ee 
>OST=CHAPTER SPOILS 


1 Verse Card (lustitia) 


leet 


TIME 


00:45 


01:00 


01:20 


01:45 


01:50 


02:20 


03:00 


400 


800 


1600 


400 


800 


1600 


3000 


COMBO 


7660 


3890 


2950 


2010 


COMBO 


3750 


2100 


1690 


1280 


og 


oF BR sts8 Sine 
dé 08 (9 eo sa 


<i 
as. 0 2. 


fe 


_ 


oomnetectice 





01:25 400 | 2010 | 
You have to do a little bit of air-chasing to bring down the Furies, but | : 
it’s worth it. Treat them like Compassions or Decorations. Use Stiletto aia me 4600 
te eaketta sine Tare antioel Aheniat aaah aan Gb : Ee es See 











MUP RERNURAVAR AAA 











STED WEAPON(S): Salamandra (Arms & Legs) 00:55 0 10500 
it —— 01:10 600 5100 

ENEMIES: Hideous (Twin Blades) xl, Hideous (Scythe) x2, 
Hideous (Gun) x2 | 01:30 | 1200 | 3750 
Dodge the attacks of the Hideous and counter with Salamandra 01:55 2400 2400 
swipes. Pay special attention to the attacks of the Gun Hideous— | cha : a a 


if you see ared trail on the ground extending toward you, get 
ready to dodge! 


WALKTHROUGH: LOST CHAPTER 





PRIMA OFFICIALGAME GUIDE 2159 





Sa 
2 
i 





02:00 0 123480 
fl 02:20 600 51550 
ENEMIES: Pain x2 —— 
cs a 8 8=§— 02:50 1200 33570 
You’re up against two fairly mobile heavy hitters. Your best course ——— 
of action? Hit harder. During Witch Time, slam one to the ground by ee — =8° lac Bap 
holding K for the occasional breather. In all other situations, dodge Ce | : 
and repeatedly smack them with your arm-equipped weapon. bee ee 





2160356 


Combo Points 


Me NSAG 
& ry 
a 





TIME DAMAGE COMBO 











SUGGESTED WEAPON(S): ue : ve 

Salamandra or Takemikazuchi (Arms) 

~~ OO 01:05 600 3070 
ENEMIES: Malicious xl, Hideous (Twin Blades) x3 

01:25 1200 2370 

Down the Malicious first—unless you’re really hungering for the extra 
points, the last thing you need is six super-fast angry blades after — ne is 
you. The wide swings of the Takemikazuchi can lay down some crowd | : 


control if you need it. oh eae es 
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5 


ERY AUS AS 


Torture Attack 











SUGGESTED WEAPON(S): 





Salamandra or Takemikazuchi (Arms) | ie ee 

TO ee | - GOLD 01:25 600 | 4340 : 

L LVEF 01:45 of sa 

Once again, the Takemikazuchi comes in handy—a staggered — a , : 
Resentment is a Resentment who isn’t attacking you. That said, the ve mane m_— | a | 
Salamandra is the best way to gain combo score in this scenario, so [aes ; ] 
keep it around as an option. You can apply Torture Attacks on the ee 


Resentments, but do this only as a last resort, as it will, again, hurt 
your combo score. 


- 
27102332 





SUGGESTED WEAPON(S): Salamandra (Arms) PLATING [cue Fo |e 

01:50 | 700 | 10400 | 

ENEMIES: Phantasmaraneae | : : | 
I ILVER ; 02:20 Po 00 4 7250 

Handle this spider the same way you did in Chapter X—by dodging [ : oe ee _ 
its slow attacks and retaliating with blades! You won't even have to j se SPAT DT ee ie eter: 
deal with its offspring during this battle, making things much easier! ; | 
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ee 














on TIME : _ DAMAGE =—- COMBO 
SUGGESTED WEAPON(S): = a 
Salamandra or Takemikazuchi (Arms) aaa 0 _——- 5880 
Tenement am i” aaa 
ENEMIES: Hatred xl, Hideous (Gun) x2 : 
01:35 1600 2370 


This one’s a bit of a breather after that last boss fight. Keep an eye 3 : : 
out for the Hatred’s scythe swipes while avoiding the Hideous’s gun : | 02:00 3200 1670 
blasts. Watch for that red line on the ground! a : 





< 0000. - 


i . {T, 


- 53 


Ae. —— 30 








TIME —s~dDAMAGE-—SCCOMBO 








WEAPON(S): Salamandra (Arms) | 00:45 0 2930 
: 8 01:00 600 1710 
ENEMIES: Malicious xl, Greed x1 
01:20 1200 1410 
It's actually a viable strategy to keep the Malicious alive so you can 
attack the angered Greed for more points. The choice is yours. ; oe ei ae 
0 
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JACombo Points 
Zz enor c 
ees 
Be FY . 
(Oak Spe 
xe) 10 


~ 





Sv het etiine remanent nor CRIED DON DI RODNOUHOREIINHROIEIRANOHIO NHN IOH AE tH 2OHHIMH EHR SHR NRE IO 1200 2OKIOOROC TOO IDRH IO DINIONIT OL MORDNIOICHHIEDIIOCNIIONOOMIIAMOMNOMNOMIAMOONMH NGS itt 


SUGGESTED WEAPON(S): Rakshasa (Arms) 





Sone IRD RET EST TRE, meNeCE RNR RANDAL OCE REO IASI EBRAHIM AI RIE CREE ROE TEER EDO BODE THELESS OHNE SHRINK OH SER RR MAb OC EROS IE n 


ENEMIES: Fury x4, Sloth x1 


You’re up against a Sloth on 3rd Climax, which means you'll have 
to match blades. Keep your combo score up by handling the Furies 
when you can’t quite get a bead on the Sloth. It’s tough to Pure 
Platinum this Verse, but not impossible. 





TIME 


01:05 


01:25 


01:55 


02:35 


DAMAGE 


600 


1200 


2400 


ae 
5880 
3070 
2370 


1670 








anna Ek 





SUGGESTED WEAPON(S): 
Salamandra or Takemikazuchi (Arms), Alruna (Legs) 


nedoveneeaoqucces yoougopNaCEHSEDHMOAMIODHMIODIZOLICE Nt 





nooo etreerieownnenyzoeuee 


ENEMIES: Alraune (2nd Form) 


This is the same fight as in Chapter XI, except now you both have much 





less room to move around. Make this work to your advantage by not giving 


an inch. Attack relentlessly while looking for Alraune’s attack tells, and 


punish everything she throws out. Alraune can be taken down with her own 


weapon fairly easily by holding K during Witch Time or Umbran Climax. 


1 Verse Card (Temperantia) 
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TIME 


01:00 


01:20 


01:50 


02:30 


DAMAGE 


800 


1600 


3200 


3000 





COMBO 
10500 
5100 
3750 


2400 





SUGGESTED WEAPON(S): Salamandra (Arms) 








ENEMIES: Compassion x3, Decorations x6 


The feared tiny angels of Bayonetta and Bayonetta 2 team up! It’s a 
shame that doesn’t make them any harder to kill. Use your guns and 
your chainsaws and slice them to bits. Use Stiletto to track them down 
if they start moving too quickly. 





ENEMIES: Acceptance (Harp) x3, Affinity (Staff) x1, Affinity 
(Mace) xl, Affinity (Horn) x3, Accolade (Twin Blades) xl 


This one’s a running gauntlet of angels, all of which you know how 
to deal with by now. Dodge the arrows from the Acceptances, and 
the horn blasts from the Affinities. Use all of the gained Witch Time 
opportunities to take out the Accolade so you don’t have to try to 
dodge his fast attacks one-on-one! 
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TIME 


00:25 


00:40 


01:00 


01:25 





01:50 


02:15 





DAMAGE 


160 


320 


640 


1200 


2400 


INTRO | GAMEPRIMER | COMBAT PRIMER | ADVANCED COMBAT 4ROUGH | ENEMIES | SECRETS/EXTRAS | BEHIND THE SCENES 








vidi = TIME DAMAGE COMBO | 
SUGGESTED WEAPON(S): aT | 
Salamandra (Arms), Alruna (Legs) arte : mee 

face ata ane ore ooh son 
ENEMIES: Cachet x2, Beloved x1, Beloved (Lava) x] 
03:20 1400 62720 
The Cachets aren’t much to worry about—just make sure their drill 
attacks don’t catch you unaware. What is worrisome, however, are eae 2800 47720 
the heavy attacks from the Beloveds. Hold K during Witch Time ; 


to have Bayonetta bring down these giant beasts with the Alruna, 
then slice them up! 





esr ees saeco naar Sei scence ane un rc awe Ont SeSse Ne Gat rerun tee tertct sce ae rector cere tera eccee atten cewemn cnc ewes eon sarees ver wert race eeecentenr ec ceee trea teres are cameas Sern ee 


comb ° Poin tye 
e ¢ 0020 
TOME i 
wth 
33 Thx! 


ys 


er 








SUGGESTED WEAPON(S): Salamandra (Arms & Legs) 01:00 0 20480 
—— 01:15 600 9360 
ENEMIES: Affinity (Mace) xl, Affinity (Staff) x2, Applaud 
(Bow) x1, Applaud (Staff) x2 ia emails ia Mbheghc 
This Verse sports another cadre of low-level angels from the original ania a main 
Bayonetta. Dodge, then retaliate. Keep in mind the many different ; 


types of weapons being used against you here, and be mindful of 
attacks from afar. 
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siti TIME DAMAGE COMBO 
SUGGESTED WEAPON(S): Salamandra (Arms & Legs) 01:15 0 17190 
shisha haa imacemcecemeatadiammatiade a on 
ENEMIES: Malicious xl, Pride x] 
01:50 1200 5650 
If you can take the heat, let the Malicious live and attack the Pride to 
rake in the points. Otherwise, defeat the Malicious ASAP then go for — “oe a5a0 
the Pride. ; 


EG Ro acetate ESSE IEC SIO ES SEER PEASE RE SEIS ESS EPEC EOS eR ES ESO LES RES ROSE SORE 





Affombo Pointge 
0879 


Daal 


&> x¢ ete 


 . i 











enna ee TIME DAMAGE COMBO 
SUGGESTED WEAPON(S): io ee 
Salamandra or Rakshasa (Arms) 
miami a ae 50 st 
ENEMIES: Alraune (Ist Form) 
02:20 1300 3750 
The first form of Alraune acts the same way as she did in Chapter XI, 
and you’re not fighting her on co Climax, so you've got a bit of leeway. tsi aie ain 
Dodge her spinning attacks and retaliate with your weapon of choice sail 


for a short time before jumping away and firing your gun. When 
she puts down her flowers, destroy them ASAP Follow this general 
strategy to emerge victorious. 
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INTRO | GAMEPRIMER | COMBAT PRIMER | ADVANCED COMBAT ROUGH | ENEMIES | SECRETS/EXTRAS | BEHIND THE SCENES 














a — TIME DAMAGE = COMBO | ; 
SUGGESTED WEAPON(S): Salamandra (Arms) PEE o1.00 ; an 
scien sit | — ane de 
ENEMIES: Enrapture x2, Fearless xl, Fairness x] : 
o aE 01:25 1200 3240 
Fearless and Fairness are tough enough without being angered by ————_— 


Enraptures. In the interest of points, try to hold out as long as you | ee ones aaeD as 
can against F&F in their angered states before taking the Enraptures | 


0 
down. Watch out for F&F’s bite attacks and tail attacks at all times. ee : 





me 


0240 
* 0 





mma as TIME DAMAGE = COMBO 
SUGGESTED WEAPON(S): | oe ; ee 
Salamandra (Arms) | 
ee nnennennanocnnenonnnoncnnnt | 01:45 500 25540 
ENEMIES: Golem ; 
02:05 1000 17010 
A single Golem without backup is a simple dodge-and-strike-back 


affair. Use the same strategies you did in Chapters VIII and IX and | hoe meee an ae 


rae 
it’ll fall with ease. 3000 
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00 








SUGGESTED WEAPON(s): 








Salamandra or Rakshasa (Arms) sia j 
oo 7 01:50 300 
ENEMIES: Loptr 
02:20 600 
This actually plays out a lot like the Golem fight, as well as Loptr’s : 
own fight in Story mode. Watch out for Loptr’s multi-layered attacks. : ce =— 03:00 mee 
Once you've dodged into Witch Time, rush in and get as many strikes : oS ae 


as you can before your advantage fades. ee ee 








4 
FCombo Points 
«100 
se 0070 


nage 


ie 
VAL 
BO 


an 


pusonanabarcnrnireesnrencece nr ereer es 


SUGGESTED WEAPON(S): Salamandra (Arms) re 100 ; 
ENEMIES: Allegiance x1, Accolade (Shield) x2 ae 
01:35 1200 


You may be out of boss territory (for now), but that doesn’t mean the 
battles get any easier! You're up against three shield masters. Umbran Ei caeeenl: 
Climax is most certainly your friend here. Abuse it as you look for as Leen ae 


many dodge openings as possible. 


02:00 2400 
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COMBO 


5880 


3070 


2370 


1670 





5880 


3070 


2370 


1670 
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VERSE 11 


3RD CLIMAX | 


TIME DAMAGE COMBO 















(a SUGGESTED WEAPON(S): Salamandra (Arms) 01:30 0 12480 
- ~ 01:55 600 5950 
ENEMIES: Fidelity x2, Grace x1, Glory x1 : 
02:15 1200 4320 
Defeating these enemies together is a case of outmaneuvering. 
Use Dodge Offset, dodge cancelling, and Panther Within cancelling ade iaead iat 
liberally as you weave through your foes, then flank them and slice! ene eas - 





3RD CLIMAX 


TIME DAMAGE —- COMBO 





(EE SONNE NASER SA OR MOORE IOP M NOOK DIOR I IEDR IDI IORIN RIOR IDIOT TI OI ROI IOUIN HNIC RNIB IOAN HIN ODIO IRENE NOR NIMROD OTE SEE 


SUGGESTED WEAPON(S): Rakshasa (Arms) us : ee 


ENEMIES: Balder | | | 
SILVER 03:20 800 1410 


Balder fights the same as he always does, but the smaller arena actually 
makes him a little easier than usual. Dodge, slash, dodge away, shoot, oe ai ae 


repeat. Because this is 3rd Climax, you have some mild leeway with ee 
weapon choice. If the Rakshasa are making the fight go a bit slowly for 


you, try subbing in the Salamandra or the Takemikazuchi. 





1 Verse Card (Sapientia) 
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are 





4 7 
hae 


= 

“| 

m 
y we is 

he 

mana 


ta. 





TIME DAMAGE COMBO 








SUGGESTED WEAPON(S): 
Salamandra (Arms), Alruna (Legs) 01:30 0 ue 
ENEMIES: Enrapture xl, Allegiance x1, Hatred x1 
02:20 4000 2780 


Your first order of business is to run straight ahead and take out the 

Enrapture, which should take you about two seconds. After that, go for | ne BatY 1898 
the Allegiance and Hatred. You can whip both to the ground by pressing | : 
KK, while holding the button on the second press of K, during Witch Time. 
Repeat until they’re destroye 


opcnes cecereparon ey stabi a ones pas 














sisi neem TIME DAMAGE COMBO 
SUGGESTED WEAPON(S): 
Salamandra or Kafka (Arms), Alruna (Legs) oe : a0. 
~— _— 02:00 1500 10400 
ENEMIES: Allegiance x2 
02:40 3000 7250 


One Allegiance is bad enough, but two can get under your skin real 7 - 

fast. Dodge an attack, then down both of them at the same time with | eee sane ot a 
the same procedure described in Verse 1. Whale on them as they 
recover, and repeat the process. 
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Pcambo Points 
ns casi 
«too 


-< 0000. - 


a eng 








ii a ii i iia a a TIME DAMAGE COMBO 
SUGGESTED WEAPON(S): 
Rakshasa (Arms), Alruna (Legs) ia f = 
inositol inekabereatnenineriantenemttetecibeitecnialametaeiieains —_ — — 
ENEMIES: Alraune, Loptr | | 
i SIL\ 03:10 5000 2370 
The co Climax Rakshasa trick works here, but you can arguably — 
have a better time of things by dodging either boss's attack, then | 04:00 8000 1670 
slamming them to the ground by holding K. In this Verse, bosses | aie 


take more damage than they do in Story mode, so the Verse will go Een) 
quicker than you think. 





Aeorbo Poin ts 


< evate! 
ANNO 
5 


PCombo Points 
_< (098 


8 . 
eS, . 5 
See 


he 


80 MEGATON- ~~ 








scams eicosiiaaeiaieaasieseaa TIME DAMAGE COMBO 
SUGGESTED WEAPON(S): | ne : or 
Salamandra (Arms), Alruna (Legs) 
tents ststttetssetsetssstbtetebsetsehctaneanecineenictet | 01:40 1500 7960 
ENEMIES: Fearless xl, Fairness x1, Greed x] : 
; 01:55 3000 5650 
Use Witch Time to gain the opportunity to slam down at least one : 
enemy with Alruna as in previous Verses. If you find yourself needing a | BRONZE ie ase — 
vitality refill here, equip the Mallet of Rewards accessory and finish at | ; eS 5 


least one of these beasties with a Torture Attack. 
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rn ene AA eR PE SRO NASA YORE SEDAN AIRTEL EERE ELEC EY 


SUGGESTED WEAPON(S): 
Rakshasa (Arms), Alruna (Legs) 








ENEMIES: Prophet, Masked Lumen 


Follow the exact procedure as in Verse 3. Dodge, then either slice 
or slam during Witch Time. Make sure to engage only one boss ata 
time—this fight moves so fast you won’t have time to engage both! 


DRS eae REESE REE SE SSS aS oS SSE SIEBER ACS OO 





TIME 


03:00 


03:30 


04:10 


05:00 


DAMAGE 


1000 


2000 


8000 


8000 


COMBO 


8750 


4340 


3240 


2140 





AENEID SPEEA ENR BOCES NAASIER ASIANA IAI 


ere Annan 


SUGGESTED WEAPON(S): 
Rakshasa (Arms), Alruna (Legs) 











ENEMIES: Aesir 


This would be a reprieve from the double-boss fights, except that 
Aesir has loads of attacks and they all love to fill the screen. The same 
tactics from Verses 3 and 5 apply, except you'll have to keep an eye 
out for attacks that can come from absolutely anywhere. 


ie: 
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TIME 


02:30 


03:00 


03:40 


04:30 


DAMAGE 


2000 


4000 


8000 


5000 


COMBO 


3750 


2100 


1690 


1280 
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VERSE 7 F 


e SUGGESTED WEAPON(S): res 
, Rakshasa (Arms), Alruna or Salamandra (Legs) © | 
ENEMIES: Sloth xl, Grace x1, Glory x] ve : 

SILVER 





Grace and Glory by themselves are bad enough, but then you have 


a Sloth mucking up things. Bring in Rakshsa and as many defensive 
accessories as you can; you'll be doing a whole lot of dodging. Any 
one of these enemies on ©° Climax can shale your vitality meter 


down to nothing in a heartbeat. 


pete eM Cheer SORT a arts (titi terst circ ene ee rman tae gn cies serene seestere sree 





VERSE 8 co CLIMAX 
| SUGGESTED WEAPON(S): —f 
Rakshasa (Arms), Alruna or Salamandra (Legs) eae 


Veterans of the original Bayonetta have been in this kind of scenario 


before. For those who started with Bayonetta 2, treat this like the other 


boss fights, except Umbra Witches really know how to play the range 
game. You'll be abusing your dodge, Panther Within and the Moon of 


Mahaa-Kalaa a lot as you fight to control space on this small battlefield. 








tannins 


ENEMIES: Bayonetta xl, Jeanne x] 








VERSE 9 F Lost 
| V9 ee 


e SUGGESTED WEAPON(S): ae stat sama 
Rakshasa (Arms), Alruna or Salamandra (Legs) : iaeavldae vin Raced | 
to NNN — : 2000 
ENEMIES: Rosa xl, Balder x1 sree erence 
06:10 4000 1010 






You already know how to fight Balder, but Rosa brings a powerful 


ranged game to the table which perfectly complements him. Play this aie | an nen 
Verse similarly to the last, only faster. Luck and skill be with you —this ne 
is the home stretch! chnaiehauith 
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KNOW WHEN TO BRING FRIENDS 
(TAG CLIMAX) 


Tag Climax is Bayonetta 2... times two! You and a friend (or the CPU) can stylishly wreck angels and demons together 
at the same time. To get started, choose Tag Climax from the main menu and follow the order of events as instructed. 


THE TAG CLIMAX EXPERIENCE 


Once they’re all unlocked, any of 
five characters can be taken into Tag 
Climax, each with their own strengths 
and weaknesses. To see which 
le +} character is right for you, take a look at 
Jeanie, in a tight fit crimeon the Character Select section. 
motorcycle suit. She’s grown 

to contrast Bayonetta’s new 

‘Character Traits- 

Although Witch Time will 


ire more crecision te 


You can choose to play cooperatively 
with a friend online, or have the CPU 
as your partner. Keep in mind that your 
friend is also your rival—we'll explain 
how further below. 


SS@NUNE. MENU Bare Ca oacaars Choose from a who's who of Bayonetta 
2 foes by picking Verse Cards. Most 
Verse Cards are obtained by playing 
through Story mode, with the rest 
obtained through Tag Climax. 


Automatically matches you with a random player 


or sends a co-op request to a friend online, 
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s © 712638913 


HAdsOSu BE 
AN UUE <10.0 


Bet your halos! 


Difficulty will be adjusted depending 


on the size of your bet. 


Second Sphere Virtues - GRACE & GLORY chy 
Nol9.Clear.0. 62 


oa ee 





rEMWA ibe bel Os, 


£712667694 








H | ENEMIES | SECRETS/EXTRAS | BEHIND THE SCENES 


This is where the rivalry kicks in. You can 
bet Halos to determine the payout you'll 
receive after completing the Verse. The 
number of Halos bet also determines the 
difficulty of the Verse, shown in stars. 
You can learn more about the difficulty 
stars from the Verse Cards and Medal 
Requirements charts at the end of this 
section. 


Who's the most stylish? This is where 
we find out once and for all! Break out 
your best combos and hardest-hitting 
moves to attain the highest combo 
count and highest number of points. 
The one with the most points wins the 
Verse. A full Tag Climax match is best 
out of six Verses, so you can’t afford to 
slack off even once. 


ee WAS tO WALA 





You may be rivals, but you’re still partners! This is If your teammate falls in battle, rush to them and 
competitive co-op. Compete for the high score, but to once you're close, revive them by holding the Action 
clear the Verse at all, you must both stay alive. If you button until the revival meter below their name 
don’t, it’s Game Over, and even if you Continue, you empties. This must be done within 15 seconds. Be 
have to restart the entire match from Verse 1. | careful because you’re also vulnerable to the enemy 


while you’re trying to help! 
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As you play more Tag 
Climax, you'll unlock more 
Verse Cards, including 
quite a few dream matches. 
Once again, you can find 
out more about which cards 
yield which battles in the 
Verse Card Unlocks and 
Verse Cards and Medal 
Requirements charts at the 
end of this section. 



















TAKE ON ALL COMERS! 


Every so often, a new enemy will appear to challenge 
you and your partner. Beat them, and you can gain 
Verse Cards! Be careful, however. Some of these extra 
challengers are... well, extra-challenging! 





INTRODUCING 
THE SHARED MAGIC GAUGE! 


9 ; 3 Verse 2 





2712638412 é a scemeteiien 212638473 


The shared magic gauge is a gauge separate from When the gauge is completely full, you and your partner 
your individual magic gauges. It is located in the are awarded with bonus Umbran Climax! You'll automat- 
upper center of the screen, and you want to fill it up ically go into Umbran Climax state for eight full seconds, 
whenever you can. and it will not drain your individual magic gauges to use— 
How does one fill the gauge? By attacking the same only the shared magic gauge. Work together with your 
enemy! You'll know that’s happening when you see partner to really be able to put the hurt on your foes! 


a rainbow infinity symbol covering the enemy, and 
also present inside of the gauge itself. As you attack 
the same enemy, the gauge will fill blue. 
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CHOOSE YOUR ALTER EGO! 








CHARACTER SELECT 


The Character Select screen is the 

first thing you see when you boot up 
Tag Climax, and this can potentially 
determine the outcome for the entire 
match before it even starts. Choose a 
character who best fits both your play 
style and the situations you know you'll 
be encountering in each Verse. 





An Umbra Witch who kicks it 





The original recipe 
Umbra Witch. 


Though she may be limited to 
a single set of any unlocked 
weapons for Tag Climax 
sessions, she’s still the same 
force to be reckoned with as 
in Story mode proper. 


RECOMMENDED FOR: 
Those who are already 

in tune with Bayonetta’s 
play style. 


JEANNE 








500-years-old-school and Bayonetta’s 
mother, Rosa uses twin pistols with 
excellent range. She boasts greatly 
increased attack power, with greatly 
decreased defense to compensate, 
and uses Umbran Armor instead of 
Umbran Climax. 


RECOMMENDED FOR: 

Players who like high risk for high 
reward, and who know dodging like 
the back of their hand. 





An Umbra Witch who follows her own sense of angel-slaying 
style and Bayonetta’s best friend, Jeanne uses weapons 
which are functional to Bayonetta’s. Like Bayonetta, you can 
select a single set of of any unlocked weapons to give her in 
between full Tag Climax sessions. She requires tighter timing 
on dodges to attain Witch Time, but boasts greater damage 
output on her Wicked Weaves. 


RECOMMENDED FOR: 

Players who have dodging down pat—the increased power 
will be most useful to them, without the defense cost that 
comes from using Rosa. Also a perfectly viable choice for 
people who just like her hair. 
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BALDER 





Bayonetta’s father, and the last of the Lumen Sages. While his punch attacks 
see him use his staff, his kicks have him cast magic from a distance, which can 
even be chained into combos! Combine both for devastating results. 


RECOMMENDED FOR: 

Those who desire magic power akin to one of Story mode’s bosses at their 
fingertips. Balder’s moveset entices players to be truly creative in order to be 
effective. Jeanne’s hair clause applies here as well. 
















Rodin is the feared weaponsmith of the three planes of existence, and super- 
secret super-boss of two games running. His power and endurance are now in 
your hands, but at the cost of greatly decreased mobility compared to the other 
characters. He puts up a shield instead of dodging, does not have Witch Time, and, 
as he uses his fists, has the least standard attack range of the five fighters. During 
Umbran Climax, he changes into his even more powerful Devil Rodin form. 


RECOMMENDED FOR: Those who like staging comebacks via intense 
melee combat.Rodin players usually end a fight swiftly and surely, even if it 
takes slightly longer to get over to it. 
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VERSE CARD UNLOCKS: STORY MODE 





ACCEPTANCE 
“ACCOLADE pee 
BELIEF _ 
“GOMORRAH 
COMPASSION 
VALIANCE 

CACHET 
ACCOLADE 
URBANE 
ENRAPTURE 
ACCOLADE 
GLAMOR 

FIDELITY 
ACCOLADE 
MASKED LUMEN 
PAIN 

GRAVITAS 

VALOR 

INSIDIOUS 
HIDEOUS 


HIDEOUS 


_ HATRED 


FURY 

Ms ieeasinas LUMEN 
GREEO 
ALLEGIANCE 
GOLEM | 


— 


cnisoasninceil 


0 PROPHET 


SRSEEINOEENE 


PHANTASMARANEAE E 


SLOT ‘dl 
ALRAUNE 
ALRAUNE 


| BALDER 


AFFINITY 


APPLAUD 


THIRD SPHERE 


T THIRD SPHERE 


SECOND SPHERE 


ol DIVINE DEVOURER 


THIRD SPHERE 
FIRST SPHERE 


THIRD SPHERE 


THIRD SPHERE 
SECOND SPHERE 


THIRD SPHERE 


THIRD SPHERE 


FIRST SPHERE 


THIRD SPHERE 


THIRD SPHERE 


LUMEN SAGE 
DRIVER OF AGONY 
SECOND SPHERE : 
FIRST SPHERE 


CONSUMER OF ALL 


exis ‘gi oe 


CRAVER OF HATRED 


HOLDER OF ENMITY 


GATHERER OF RANCOR 


LUMEN SAGE 
CONFUSER OF ELEMENTS 


T THIRD > SPHERE 


NONE 


GAZER OF DEATH 


PROPHET 


SWINDLER OF PROGRESS 


TWISTER oF FLAME 


EMBRACER OF EXTREMES 


WHISPERER OF DEMENTIA 


WHISPERER OF INSANITY 


THE LUMEN SAGE 


THIRD ht 


: THIRD SPHERE 


JH trio en aonanonnennennennennanentne vibbeninetnebrietoneninet Tera 


BESOBALONS 


tinea & FAI ig it 


otbedore santa saonenceysnesacet see 


GRACE & GLORY 
BELOVED 


} WORSHIP 


: LOPTR lp 


sil 


THIRD SPHERE 


SECOND SPHERE 


SECOND SPHERE 


jeans a rab 


SECOND SPHERE 
PROPHET | 


THE GOD OF CHAOS 


NAME (EN) CLASS/ALIAS CARD CHAPTER OBTAINED 


bbe AT TH E START sad THE GAME. 


8 _- POSSESSED AT THE START OF THE GAME. 
| @x _ POSSESSED ATTHE START OF THE GAME. 
@2 POSSESSED ATTHE START OF THE GAME. 
as _ POSSESSED AT THE START OF THE HE GAME. 
4 POSSESSED AT THE START OF THE HE GAME. 
| as _ POSSESSED A AT THE START OFTHE EGAME. | 


7 dirname AT ible START OF THE SAME. | 


ok : BEAT CHAPTER 2 

a: | : BEAT CHAPTER R2 
~ 4 BEAT CHAPTER 3 | 

| oy BEAT CHAPTER 4 7 


6: BEATCHAPTER4 
@) | BEAT CHAPTER 4 a 

oo “BEATCHAPTERS 
“2 5 perce a 
oa. | BEAT CHAPTER 6 ee 

S ” 9 poorer 

3 | | BEATCHAPTER 7 pe ee 

eee eooorne=~eeeeae 
an on : "BEAT CHAPTER? 
BEAT CHAPTER7 

@k _-BEATCHAPTER7 
‘ “BEAT CHAPTERS 

os _ BEAT CHAPTERS ae 


69 BEAT CHAPTER 8 


9 _ BEAT CHAPTER 9 
ye. "BEAT CHAPTERS | 
“a BEAT CHAPTER 10 
eo | "BEAT CHAPTER 10. 
“— BEAT CHAPTER 10 aaa 
wo "-BEAT CHAPTER TI , 
eek BEAT CHAPTERT 
oA _ BEAT CHAPTER 2 
ee2_ BEATCHAPTERI3 
45 _ BEAT CHAPTER 13. 
“¢2 BEAT CHAPTER 3 ey 
| os | BEAT CHAPTER TS. oe 
pg ear paeae 
@7 "BEAT CHAPTER 3. 
49 BEATCHAPTERIA 
-@k — BEATCHAPTERIS- 


@A BEAT CHAPTER 16 


e4 _ POSSESSED ATTHE START OF ie Sere 


ENVELOPER OF FLAME ay, _ BEAT CHAPTER : 


VERSE CARD UNLOCKS: LOST CHAPTER — 


NAME CLASS/ALIAS CARD UNLOCK METHOD 





FORTITUDO 
IUSTITIA 
TEMPERANTIA 


SAPIENTA 


AUDITIO 


_ AUDITIO 


AUDITIO 


_ AUDITIO 


- id 


10 


410 





BEAT bacosdoni TRIAL] 


BEAT WITCH igs 2 


BEAT bicsbicat TRIAL 3 


BEAT WITCH TRIAL 4 


VERSE CARD UNLOCKS: TAG CLIMAX — 


LABOLAS 


_ BAYONETTAS& 


JEANNE 


DESTROYER OF FATES 


~ UMBRA WITCH 


BALDER & ROSA 


RODIN 


UMBRA WITCH 


_ THE INFINITE ONE 
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CLASS/ALIAS CARD UNLOCK METHOD 


&Q 


FeA 


JOKER 





_ DEFEAT LABOLAS IN 
A CHALLENGE FIGHT 
DURING TAG CLIMAX. 


_ DEFEATBAYONETTAIN 
_ ACHALLENGE FIGHT 
_ DURING TAG CLIMAX. 


rererreerenr ersten ee nny vveti itn tenttv entry 


DEFEAT BALDER IN 
A CHALLENGE FIGHT 
DURING TAG CLIMAX. 


_ DEFEAT RODIN IN A CHAL-_ 
_ LENGE FIGHT DURING TAG © 
- CLIMAX. 


1ST STAGE: HEART 





CARD: AFFINITY 


kA K(COCLIMAX, | ENEMY SET | 
(2ND CLIMAX) & s(3RD CLIMAX) a (COCLIMAX) kkk ONLY ENEMY SET) | 


MAGE CO 


MEDAL 

















i 


0:00 0 2380 0140 Oo —— 7630 


—AFFINITYx3. = AFFINITYx3 


WMI 00:40 0 © 2380 00:40 Oo — 2380 


GOLD 00:50 300 1460 00:50 400 1460 = 0:20.60 1460 02:10 = 2000 3880 DECORATIONSx5 = APPLAUDx1 
SIV 0100 ©1200. «= 1230.—=Ss«0:00—s—«é1200S'=—i«d230s—s—«:40.—s«éB8OD-—S—«i280 03:00 4000 (2940  —_—AFFINITYx5 = DECORATIONSx5_ 


BRONZE 01:20 3000 1000 01:20 3200 1000 02:00 3600 1000 04:10 10000 2000 AFFINITYx4 


CARD: ENRAPTURE 


oad (101 BVO ENEMY SET 
sowie (2ND CLIMAX) * oo" (3RD CLIMAX) * &  (COCLIMAX) & & kK ONLY ENEMY SET) 


BOSS BONUS | 0 0 0 | 0 -— BELOVED=1 

















ENRAPTUREx2 


| 1230 | 00:50 | 





| PLATINUM 00:35 — 0 — 00:35 © 0 0 1230 02:00 0 1330 ENRAPTUREx2 


cle} Bp) 00:40 300 ~—850 00:40 400 850 —_— 01:00 600 850 02:30 2000 920 ACCOLADEx!1 ACCOLADEx1 


0:10 =—'1000=S ss 760=— «03:00» 6000S «820. =2SSSsSENRAPTUREx] = ENRAPTUREx2 


Ue 


Saw 01:00 = 1200. «Ss 760=—s«O:00.s—«é1200—t—«760 


4 


BRONZE 01:20 3000 660 01:20 3000 660 01:40 2400 660 04:10 10000 720 ACCOLADE 
BOSS BONUS | 0 | 0 | 0 i) BLADE)x1 


waaay risen cununanitcaa de advan add AL APA IAN dO AMORA 


CARD: FIDELITY 


MEDAL ee eee 








ENEMY S 
c NORMAL (AL ** * ONLY 











0 680 2930  ~—s*FIDELITYx3.——~=«*@XIDELLITTYx2. 






eodgnnerennenernennnanie © 


eee =600:20 — 0 680 00:20 0 680 00:40 







540 — 01:00 2400 540 01:30 2000 1710 ACCEPTANCEx3 


SaPrrvervevrre ner Trrernvt ert ervrTt 


cle) Bb) 00:25 600 540 00:25 800 


ansansnndannasie 


510 02:00» 
; AI AAASOE IR 


SIV 00:40 1500 510 00:40 1600 510 01:20 3000 6000 ~—«:1410 —- FIDELITYx2 


BENE Er coe ee thom Cos He es 5 


BRONZE 01:20 $3000 470 01:20 3200 470 02:00 | 4200 470 03:00 10000 1100 


omen 


é 


; 5 3 
BOSS BONUS rt) 0 0 0 


CARD: FEARLESS & FAIRNESS 


kkk (COCLIMAX, 
(2ND CLIMAX) * (3RD CLIMAX) ke (COCLIMAX) Pnighalael sepia | 


i eT : 7 bass i i eT i Ree 
PLATINUM 00:35 — 0 i 1230 00:35 0 1230 00:50 (¢) i 1230 01:30 | 0 3750 


a See SIE eet CER ee EEE ASE RES RR ee 





MEDAL 


ENEMY SET 


FAIRNESSx1 _ FAIRNESSx2 


FEARLESSx2 





cfoy) 00:40 900 850 00:40 1200 850 01:00 1800 #850 02:00 3000 2100 =—S—s«*FEARLESSx1 


01:20 5400 | 760 03:00 60001690 


SILVER 01:00 1800 760 01:00 3600 760 


a i 


AS RUNDLE 


01:20 3600 660 01:20 4800 660 02:00 9000 660 04:10 12000 1280 


BOSS BONUS |} 0 0 0 i 0 
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INTRO | GAMEPRIMER | COMBATPRIMER | ADVANCED COMBAT | | ENEMIES | SECRETS/EXTRAS | BEHIND THE SCENES 





CARD: ACCOLADE 





MEDAL 
| Y: : ) : TIME AGE : NORMAL 


| PLATINUM | PLATINUM [Cae 0 Ey 1800 00:45 0 | woo {| 0100; Oo | 1800 ons 0 —-1680 _ ACCOLADE = ACCOLADE 






Pacem Sestak a (SHIELD)x1 (SHIELD) x2 
01:00 600 1170 01:00 800 1170 01:20 900 170 = 02:00 = 4000 1090 : 

| | | = ™ | - ACCEPTANCEx2 = ALLEGIANCEx1 
01:20 1500 1010 = 01:20. 1800 1010 = (0:40 2400=—s«d1010—S=—s(03:00»=—:12000 950 
02:00 3000 860 02:00 3200 860 02:20 3600 860 04:10 18000 800 _ (SHIELD) x2 


CARD: PRIDE 









DAMAGE COMBO DAMAGE co. MBO = COMBO TI ME DAMAGE comBO ae “NORMAL — ae a - “seeeONLY 
01:20 0 4840 — 03:20 0 113750 | PRIDEx1 PRIDEx1 
01:40 900 2610 | 01:40 1200 | =. 02:00 7 1800 T 2610 03:40 “6000 47600 | | ALRAUNE ND 
02:00 1800 2050 02:00 2400 2050 | 02:20 6 3600 2050 04:20 9000 31060 
02:20 3600 1500 02:20 3600 1500 | 02:40 7 4500 2 1500 | 05:00 12000 14520 
0 0 3 ee ee ee 3000 | 


CARD: BELIEF 


piste Saleen ents ENEMY SET 
Rone: (2ND CLIMAX) (3RD CLIMAX) oT) 44K ONLY ENEMY SET) enema 


DAMAGE COMBO : DAMAGE ‘COMBO : : : NORMAL - 











PLATINUM : 0 10500 meee 01:10 0 10500 | BELIEFx1 





GOLD 01:10 600 5100 =—O1:10.——s«d1200 5100 = 01:30—S «1800 5100 —-01:30=S «46000 5100 
SILVER 01:30 | 100 | 3750+ | 01:30 2400  =—3750.-~Ss«O:S0.-—s« 3600S 3750-~—S si: s«12000Ss(3750 


BRONZE 01:50 4500 2400 01:50 4500 2400 02:10 7200 2400 02:10 15000 2400 


BOSS BONUS 0 | 0 0 0 


CARD: MALICIOUS 





| | "DAMAGE ‘COMBO NORMAL a eKONLY : 
00:35 | 02:00 40  — 3940 ~~ MALICIOUS«1 | MALICIOUSx2 ; 
mat] ao | mo [oom] wo | ae lem) um | wo fen) soo | 20 || oma | ume 
01:20 | 1500 | 760 0 01:20 1600 | 760 | 01:30 3600 | 760 03:20 8000 1770 
“02:00 +3000 6600200» 4000S«660—Ss« 40s 5400 660.~—=«0410.—=«2000=S”=S«30 
0 | | 0 | . 0 3000 


CARD: IUSTITIA 


KK * 
(2ND CLIMAX) (3RD CLIMAX) 5 (COCLIMAX) ae a+ + ONLY ENEMY SET ENEMY SET 


‘DAMAGE “COMBO TIME. AGE COMBO TIME DAMAGE COMBO = NORMAL eeKONLY 


01:20 900 30900 01:20 2400 30900 01:40 1800 30900 01:40 6000 30900 








72750 0 | 72750 | 01:20 | 0 72750 IUSTITIAx1 


ae 40 O aside - 20440 ~~ 01:40 | disaetee — 20440 02:00 ii anes | 20440 02:00 12000 20440 


02:20 sen. 9980 02:20 7200 9980 02:40 7200 9980 02:40 20000 9980 


3000 3000 : - 3000 | 3000 
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CARD: GLAMOUR 












| PLATINUM 01:40 mae 0 “ee 


ete} He) 02:00 300 10400 02:00 400 


SILVER 02:20 600 — 7250 OD: 20 1200 


BRONZE 03:00 1200 4100 03:00 3000 
BOSS BONUS 3000 i 3000 


CARD: ALRAUNE 


MEDAL 
‘DAMAGE ‘COMBO 


PLATINUM ida 0. 41 19002 | 


cto} HB) 00:50 600 1170 00:50 800 


STM 0:20 ©1500 1010S: 01:20 2200 
02:00 2500 860 


BRONZE 02:00 3200 


BOSS BONUS 3000 i 3000 


CARD: ALRAUNE 


MEDAL 





ae 00 






PLATINUM 02:00 
(cfo] a, 02:20 1200 
SILVER 02:40 — 1800 a 7250 


BRONZE 03:20 3600 4100 03:20 $8000 


BOSS BONUS | 3000 3000 


CARD: BALDER & ROSA © 


MEDAL 
DAMAGE “COMBO. 


0 





PLATINUM (iQ " 
GOLD 01:50 1200 1090 01:50 2000 
a) 02:10 1800 | 950 | 02:10 | 4000 


BRONZE 02:30 4000 800 02:30 5600 


| Boss BONUS 


3 ee 


10000 


10400 02:20 600 


oak 92.24 


(DAMAGE COMBO TIME. AMAGE 


10400 02:20 2000 


02:40 © 4000«=7250=—03:00- 


TIME “DAMAGE C 





10000 





02:00 «S(O ie 


3 
2 


4100 03:20 3200 4100 


3000 


1800 REED 0 1800 


1170 01:15 1800 1170 


1010 = 0:30. «3600-1010 


860 02:10 6000 860 


3000 





6000  —- 7250 


4100 03:40 — 


3000 





1680 “02:00 | 0 


1090 ~— 02:20 3000 1090 


950 02:40 6000  —-950 


800 03:20 8000 800 


10000 


10400 





23000 sae 


7250 02: 40 (000 7250 


j 





02:20 
02:40 
03:00 i 


03:40 


02:20 
02:40 


03:20 


04:10 


23000 - 02:20 o- 0 23000 
10400 02:40 +3000 = 10400 


12000 =4100 








- 02:20 | 


02:40 


03:20 


04:10 





&&& (CLIMAX, ENEMY SET 
ERS (2ND CLIMAX) (3RD CLIMAX) ke (COCLIMAX) f+ KONLY ENEMY co _ ae 


0 23000 
Giscacgnee | 7250 
8500 | “4100 


3000 





2000 


8000 


8000 


18000 


3000 


0 


6000 


10000 


15000 


5000 


KKK 
(2ND CLIMAX) (SRD! CLIMAX) eA (LIMA), . ait ENEMY SET 


2380 
1460 
1230 


1000 


AGE COMBO 

0 23000 

“4000 10400 
9000 


7250 © | 


4100 


880 


650 


590 


540 


15000 
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 HRORLY 


GLAMOUR«1 





ONLY 
ALRAUNExl = ~~ ALRAUNEx! 
JEANNEx1 


> 
(2ND CLIMAX) (3RD CLIMAX) k &': (COCLIMAX) 2 oe ENEMY SET 


xxx ONLy 
ALRAUNE (2ND ALRAUNE (2ND 
FORM)x1 FORM)x2 


(2ND CLIMAX) (3RD CLIMAX) kk: (COCLIMAX) = eactel rete ENEMY SET 


_ DAMAGE COMBO 


xxx ONLY 
BALDER«] BALDER«] 
ROSAx1 BAYONETTAx1 
ROSAx1 


INTRO | GAMEPRIMER | COMBATPRIMER | ADVANCED COMBAT | 


2ND STAGE: CLUB 


| ENEMIES | SECRETS/EXTRAS | BEHIND THESCENES 





CARD: FURY 


MEDAL 






DAMAGE COMBO 





PLATINUM 02:10 0 30710 









2380 = «00:35 «OO 2380 00:50 | | 


cto} Hp) 1460 00:50 500 1460 01:00 600 02:40 2000 13640 


SILVER 1230 _—01:20 1200 1230. 01:30 ~——«1800 03:20 = 5000 9370 


BRONZE 02:00 2100 1000 02:00 2400 1000 02:20 3600 04:10 8000 5100 


BOSS BONUS 0 0 : 0 3000 


CARD: HIDEOUS 


kk (COCLIMAX, 
(2ND CLIMAX) * oo (3RD CLIMAX) ek  (COCLIMAX) i & ONLY ENEMY SET) 


TIME DAMAGE COMBO ‘DAMAGE COMBO 


MEDAL 


ewe §600:35 0 3090 00:35 0 3090 = 00:55 © 0 3090 


02:20 40 


38400 


GOLD 00:50 900 1810 00:50 900 1810 01:10 1800 1810 03:00 3000 16800 


SILVER 01:20 1800 1480 01:20 1800 1480 01:40 2400 ~=- 1480 03:50 5000 11400 


BRONZE 02:00 3600 1160 02:00 3600 1160 02:20 #4800 160 05:00 8500 


6000 


BOSS BONUS 0 0 0 0 


fe) 
> 


RD: ACCOLADE 


(2ND CLIMAX) s araea & 1:19 01 B),V-0.4) kk 


TIME DAMAGE — COMBO tn 


Garel HV-6.4) 





MEDAL 














WNIUMW 00:35 0 4030 00:35 0 4030 00:50 0 4030 01:50——i«O 


fe} @ p) 00:50 450 2260 00:50 800 2260 01:10 2400 2260 = 02:10 3070 


SILVER 01:20 900 1810 ~— 01:20 ~—S—«1800 1810 = 01:30 4800 =S—s«dT810.-—s——«02:30»S 9000 2370 


BRONZE 02:00 2000 1370 02:00 3200 1370 01:50 9200 1370 03:20 15000 1670 


3000 


BOSS BONUS | 0 0 0 


CARD: ACCOLADE 


kk & (COCLIMAX, 
(2ND CLIMAX) * i (3RD CLIMAX) 5 (COCLIMAX) ke kk ONLY ENEMY SET) 


MEDAL 









SWUM 00:25 0 #960 00:5 O | 960 00:0 0 + 960 o125 oO 


cle] Bp) 00:40 1200 720 00:40 1600 720 01:00 2400 720 02:00 4000 


SIMs aa 01:20 © ©=—-:1800 650 01:20 3200 «2s 650.—S—s«i:30-'—s«S400-—s«dSO~— «(03:00 ~——12000 


BRONZE 02:00 4500 590 02:00 6800 590 02:30 11000 590 04:10 16000 


0 : 0 


CARD: GREED 


0 
(2ND CLIMAX) vane €1;1 91 AV -0.9) kk 


(coCLIMAX) 














MEDAL 


kk & (COCLIMAX, 
eK ONLY ENEMY SET) | 









PLATINUM 62301 <0 3750 






00:35 00:50 «=O 


ete} Bb) 00:50 900 1710 01:10 


00:50 


1800 1710 03:00 5000 2100 


SIKgt a 01:20 ©1800 1410 01:20 01:302=««5400=s«410.——s«03:20-«9000S——«690 


02:00 #3600 1100 02:00 | 02:10 $9000 1100 04:20 12000 ~=~—s:1280 


BOSS BONUS | 0 0 : 0 5000 
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& & & (COCLIMAX, 
**x*XONLY ENEMY SET) @ 





ACCOLADE 


FURYx6 
HIDEOUS«1 


FURYx8 


ENEMY SET 


| NORMAL > 


— HIDEOUSx2 


FURYx4 


HIDEOUSx3 


gtediel Rrdetmadtioies ENEMY SET | 
snneaniontl nie Gee ceen Se On eee | miewwser 
TIME DAMAGE COMBO ~ TIME NORMAL «—s_xxeONLY 


FURYx6 
HATREDx1 


FURYx8 


LABOLAS«1 






HIDEOUSx4 


HIDEOUSx2 


PRIDE 


ENEMY SET 


ACCOLADEx] 


 ACCOLADEx2 





ACCOLADEx2 


ACCEPTANCE x4 VALIANCEx1 


ENEMY SET 


(HAMMER) x2 
ENRAPTURE «1 


ACCOLADE 





(HAMMER) x2 
URBANEx1 


ENEMY SET 





GREEDx2 


ROSAx1 








CARD: GRACE & GLORY — 


enocumary | eso(anpeumaxy | +e (ecuiMaxy on 


00:30 880 TE O 880 “Feoso | 0 oe 880 sss 20; 9 | 6130 | | _ GRACE®I | GRACEx2 


ENEMY SET 





00:40 600 650 00:40 ~=—+1200 650 01:10 1800 650 02:00 6000 3200 GLORY! GLORYx3 
01:20 o 1500 ~—— 590 oO 01:20 oe 3600 590 01:30 3600 590 | o 03:00 ne 9000 2470: a 
eras. 02:00 4000 540 02:00 6000 540 O1S0.~—=—«7200 540 04:10 ~—«13000 1740 


CARD: GRAVITAS 


(2ND CLIMAX) (3RD CLIMAX) ee) . Sos ae | ENEMY SET 





(hea 00 0 Us 08: 200 | 0 uve 03: 20 ae i 17190 “0350 0 saples a vengeance ae iaisnblieoaiets 


03:20 900 7960 03:20 1200 7960 -03:4¢ 40-1800 7960 04:20 3000 40330 — BELIEF=1 
“03: 03:40 1800 5650 03:40 2400 5650 “04: 00 3600 5650 | os: 00 6000 | 26440 | 


i 


04:00 4500 3340 04:00 5000 3340 04:20 7200 |. 3340 06:00 9000 _— 12560 


Bete) 0 0 : 0 y 0 0 


CARD: WORSHIP 


(2ND CLIMAX) * : | ENEMY SET 





meme 02:00 ° 1304000 © = 00 0 : ae 1304000 00 02 Le . oe = Leese | i 0 | 1304000 | WORSHIPx1 
02: 02:20 a 900 f 526400 a 02:20 2000 | 526400 | 02:40 i; 3000 i 526400 0. — 200 ij +5000 | 526400 
ier 0240 1800 | 33 332000 © | 02: 40 Z 5200 mae anne 03: 00 00 5. | “5400 00 33200003: 20 fe cecueae 8 332000 
= 03: 03203 | 3000 2 600 ' 03:20 | eae | Bee 4 03:40 E: 7200 0 ee 0 04: 00 : lcceaalll ei Are 7 


- 3000. pier 


ee = =a set a oa ae 
CARD: FORTITUDO 


(2ND CLIMAX) ous CLIMAX) kk) (COCLIMAX) : 1 4 ONLY ENEMY SET) ENEMY SET 


ME DI h : — COMBO NORMAL ** x ONLY 


01:40 1200 6900 01:40 3200 6900 — 02:00 4800 6900 02:20 4000 6900 










o | 14710 FORTITUDOx1 


02:00 1800 4950 02:00 6400 4950 02:20 7200 a 4950 02: 40 9000 4950 


02:40 4500 3000 02:40 10000 3000 03:00 10000 3000 03:20 13000 3000 


3000 a | 5600 | +3000, f bor | - 3000 ite 
CARD: INSIDIOUS 


(2ND CLIMAX) (3RD CLIMAX) kok B( CLIMAX) 7 annem a NAS 








01:00 Oo — 6130 01:00 = 0 _ 6130 01:10 0 4840 0:30 | 0 | 4e40 | | INSIDIOUS= | 
01:10 600 3200 = olsl.—=—i«é2400 3200 = 01:20.=S- 3000 2610 02:00 3000 2610 
02: 00 1500 ne 2470 02:00 60002470 02:40 - 6600 | 2050 | 03:00 | 8000 2050 


— * 03: 320 3000 1740 03:20 8000 1740 © 04:00 10000 1500 040 12000 1500 


3000 3000 "3000 3000 
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INTRO | GAMEPRIMER | COMBATPRIMER | ADVANCED COMBAT | | ENEMIES | SECRETS/EXTRAS | BEHIND THE SCENES 





CARD: LABOLAS 


(2ND CLIMAX) (3RD CLIMAX) kk (COCLIMAX) : ae eee alee | ENEMY SET 


; H 43 
WN am 01:00 0 5880 0100 «= «0sti=(‘i«~SBSs«CTsC(<tsi«iSS*S*«SBBS«éO IO 


ERCTERUSRIE Perches Mics MEME Walid aac tod ae f ntarna PARI OPN NOhaenas chante re ONE JNU inv ee 4 ok Seed Beate bal beeen a meee SII Norte 


GOLD 01:10 1200 3070 01:10 =. 2000 =2S=s«3070~Ss«:20.-—«4800«=—s(«3070—S «04:30 s«4000-—=SSs«5100 
re 7 a renoneannnne yyy PORE IRCA RRO ROAD: PRA pe nn te 5 5 s 3 



































— masseunanieresiaioonatis esteaboiin ‘ mensainnaenwinia rom a aiiddeienintiensiteninaiannel 


SILVER 01:20 1800 2370 01:20 5000 | 2370 ~— 01:30 7200 2370 05:00 
9000 1670 = 05:30 =: 12000 


eroacossorvacnvaoornacwasirsn array ean srescnesaecanrnanetanesn.annnreibonrare 


8000 3750 


ee noncscaneai somresconganensnananonerensnneynmenn san ond enpremesnnes eect ntnanteee 3 


2400 


tel\p4l 02:00 2400 1670 = 02:00 8000 —S—s«i670.-——s(02:10— 


resent tera 


BOSS BONUS 3000 | 3000 3000 6000 
waren Serre AORN RARRSAP ROR RAMARIEC ROEROO RIOR NRO CCREN i a ~ i 


3 
<osornhver torasnehanentnervenniinn anhiansenpnimenannapnlayranysanssanntaenennninehiannianaharhicttenehenNannnicrAhtanhienAlanniniAtarnharenintQirnriinntonnnridstieitnnnnitnnitinr inn ir AANevPAsAn MAN ARRAN ATR Mann nAAnYOr Rn AM PPA IER IMA Ane MMARARnV nv pAn hin mAcnAV AAA MRA AARAAAARANRRAIAAAN AAUP 


CARD: GOMORRAH 


gis Uaidenveaa | ENEMY SET 
MEDAL ee ie ececcaaakiate Fee kkk ONLY ENEMY SET) 








TIME 
ae 


23000 GOMORRAH«x!1 | 
Se sine 


} i { 
23000 01:10 | 0 23000 ~= 01:30 | 0 _ 23000 | 01:30 0 


3600 | 10400 01:50 6000 








Ni iewm 8 O1:10 — 





10400 


t 
i 
: 





(coy Bo) 01:30 1200 10400 01:30 «= 2500 = :10400_~—S 01:50 


Sitys |) 01:50 1800 (7250 01:50 5000 7250 7200 l 7250 __ 02a 9000 7250 


02:10 


BRONZE 02:30 4200 4100 02:30 8400 = 4100——s«i02:S0—« 10000 4100 02:50 12000 4100 


§ 3 
aren seIsaaAsipanny AARON .OnNERE AaroveME NNR A NdCe RoREAorIAL AennnMnr esas prec reer tennidbnarentenniennivenlinnivaehiondan danni Ati AMRAMRMInI ZORA JaRRANY MERI rAaRnRnnanieerIenecraiaenenn/ nha hieVeManvAnnhMNAMAARNNNA IOAN 


vow eed oc cenyiiinr Tam 


. 
seseeneseraiooueessGhevtvoseslabetrionrbwnnentonadsisonsiaiieau piniatie ne Sa (crvehentctnneetniecsnieammecnial 
' ? ? ‘ 


3000 


BOSS BONUS 3000 3000 i 3000 


AAA ARPn eR RANC AL AIOE AAAI AIMISN ORR RRA AROBAZI IARI DOA OEISER I YRSOON REE OME RACER PRONE 





copra BONES SE 


ieiaaiiacaie eT TET TT ETN TITTY sepaasatanamnsaeasapasncaatcentainachdconsersatchatcetsiiccddeesssbsceatedsiansseassnaseaasssasssansemasmniess Ca aa 


Kk K(COCLIMAX, [ff ENEMY SET 
+ * ONLY ENEMY SET) | 


01:50 1680 = 01:50 ~~ 0 | 1680 02:10 | 1680 =: 02:20 | 0 aL BAYONETTAx!] | BAYONETTAx1 | 
: sk ae araecnin tosinndaeineneainins bscasotendseasties : ; sopanonane sensceanovenboeures Se Ey Esters Mecwinee| srenrtanninnasnronuimeasnn an arnirnacmeaniannrian ‘ eronnnsnnvsonnse ‘ : : 


2400 1090 03:00 «6000-70, JEANNExT = JEANNEX1 


| Goo | 02:00 600 1090 02:00 1600 (1090 02:30 | 


wenn ERP RIAT ANAM RRO CIOL MICE RIPE CRBEOC RIC RTEL BEER EPOICEN setecpiee palin tenn RIAOAAOAA ind dof AD ABO BANAL EOMIS ERM IOC 
~ ; : : 


02:30 1500 950 02:30 4000 950 02:50 7200 950 03:50 12000 1010 i 
iis Seti omeb tit Maul Ass Bin Goce See tied Ss cate ee Rei oc) 5 cask secmaaie Sanna chun (ikmceae non SeEatomneE een Geren en ns | 


04:00 4000 800 04:00 6400 #800 03:30 000 ~~ 800 


sen ientanrenneinniannAnAnnnnivin ial Jo AIRAAANAINARAN AYO ANANYRIOIARMONNE TENCE 


10000 10000 10000 
















a 















jeheceniventerenenninnitentannninnnciuintsnl sora inanniananethiPMInnnANASAnr aera 








ROSAx]1 








& & & (COCLIMAX, ENEMY SET 


* >< (3RD CLIMAX) a & (COCLIMAX) * & & ONLY ENEMY SET) 







































+ E3 é ; 3 i ; : 
SWNINVWE 00:20 Oo 390 | 00:0 #O | 390 | 00:30 #0 | 3009702200 270s, 81380) | redo? Wet eee es ene 
GOLD 00:30 240 #340 ~~ 00:30 640 340 00:50 1000 $340 02:40 #4000 940 fi - MASKED LUMEN 


1280 | 320 | 0120; 2500 | 320 | 03:20, 6000 | 830 | ! 


3 


ee ease Be CHAPTERS) x1 
SILVER 01:00; 1000 | (320: } 01:00 | FE MAE TO 


i 





H 4 3 F 
i arsonnlinranens ovesorasoesienttpareviereverenianNeessontbAPAWASSBARNAIRADARIUAEROLICERICOMELHSOLETE NOTH NBCPONRENTPMOCPIAODLAOESIIN.AAIODIDEDEAIMSEDAIIELINEEENTBDPERDOVEOPROPRICEDNAODONOY DN SORSIEN SACO AIPEIIESONMN AINSIIAUNBMIIT AIOE HOA MRECY AVE HSE MOOI LEAP MAARIIAAAARORLIARINRABARAIAARA UA TEEYIAEY IOC PAAP AAT AM ARANDRARAA ARM AARARBDAAAIARAATAN HOEY BOO UOC OA 


3} 10) 4 01:30 2000 310 01:30 4000 310 ~ 02:00 4800 310 04:10 8000 730 


BOSS BONUS | 0 0 0 3000 


spLAsoyAadeadionasonasonannensectoventveseevocissievterntcPenieohintetricebtienieevteosteorMeniieenseniiveniiessibnnseBUEsKesBOANCCIONCENENISELNMCRECRMNETMRCSICRNMMCA CANCE SHeHOLAMESIELIMSIBELANANINESSYICCEUTEARNTITRIECCTCPONAEDNASCANROALCOMAAC COBAIN AN MIMGIIONINSAIIOLABAIDERAASEDBADLASYYOBNAEODCOLYRCORACEMNYAOOOATRAERARNIAIORALAELAMIASCARSANS LENO NTH ONOLTEANIEN NANOS NASA NSN IASRNO ME ANGOID 


CARD: HIDEOUS ne 
| kkk (COCLIMAX, ENEMY SET 


(2ND CLIMAX) (3RD CLIMAX) wk 5 (COCLIMAX) &  &k ONLY ENEMY SET 
va ; | : i 







MEDAL 










neat 









00:45, O | 4950 | 00:45 pig) “aeta | Goo. 0 aesOe 1 Osnd | Ok | eeao 4 HIDEOUS 
ea eran cr ee eae ea cr cea ee Cea Ce ee a | IN SHORSUNIes 
GOLD 01:00 900 2670 01:00 2400 2670 01:20 3600 2670 03:40 #6000 _ 1380 


: SILVER 


| 


HIDEOUS 
(SHOTGUN) x2 


3 sano arndinnidibAnrAnAhAreiAnRidanbanrnirnrAnrrAnnarrraer 





Sade ; : z ee PED Dede Cela ee ””CRURY®S = JEANNEXI 
i ‘ i aris aia oe “ Fen ; i | ee i Se Renner Me carenMnE MMO: ceteris SD LEN Oman 
01:20 : 1800 ! 2100 ~ 01:20 4800 2100 01:40 i 7200 i 2100 » 04:20 8000 i N60 i HIDEOUS i i 


| | | 7 (SHOTGUN) =x3 
(02:00 +8000 ~=S 1530. = 02:20 -»«10000=Ss«S30=S «05:00 14000940 | Eee od 


Vitconvvohicenicesicees gp ITAATie Alon DOAIPNORPUORAEZOPRIODI COTA IEIOTEIAOOIREEERESCCRDORURIEOEIIOCIN ane EPIC EM TY NUTSIE MEIER LSP NC OST EAPO ae TAPERED ee SEELEY, AN xn EEv mama Pap masanW.\ Spon Sere ETRE CRORY SPR D EOC) CBC 





02:00 3600 1530 


eolreneee sansnsnna Juan ywoernonddarceseeovenrenrceecwervtunntennerwerer inn re. wSiorsaoraserveeenbenrancterecstonvcaraivrveecioor. 


a one Anbar totes An MAAN Seralk WR AA Nn w. aad seth eran red vee merrneny Me PANNA a wes 
i : 
BOSS BONUS 0 0 i 0 i 5000 i 
. craton eseeoeesrverionsoreysteherleaeeer et rer eler vbr arp er we ros PG VPN IRA ei ol a LL DPPC ERoREnp sampled AFOOT rrr FUN ret Rarer or Ven AH OMe ORISA ASIII URUIANI VAIO ER SCORES PUES AN Etta teen eter ec tateec ed Pett OT a ptr eS 
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Fs 





CARD: CACHET | 


(2ND CLIMAX) 


CACHETx] CACHETx3 
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KNOW YOUR ENEMIES 


CHAPTER VI 














The armies of Paradiso and Inferno know no mercy, and are seemingly infinite in number. If you’re going to fight a one-witch war 
against them, you'll need to have intimate knowledge of who’s who in their ranks. Study up on every foe you'll ever meet here. 


ANGELS 





Third Sphere Archangels 





BATTLE STRATEGY ON PAGE(S): 58 

Among the nine ranks in the angelic hierarchy, Acceptance 
belongs to the bottom of the Third Sphere called Angels, the 
hierarchy’s lowest rank. It appears to those who are moments 
away from death in a half-human, half-pegasus form with 
glittering wings. 





Characterized as the symbol of death and acceptance, 
various legends tell of Acceptance solemnly placing the souls 
of the dead upon its back and carrying them away, ignoring 
their past deeds and any pleas for a second chance. 


BATTLE STRATEGY ON PAGE(S): 72 
A large angel belonging to the Third Sphere, tasked with 
commanding the lowest-ranking angels. 


ae RR SRA RES 





Accolades are adept at using many of Paradiso’s weaponry, 
including swords, spears, hammers, and whips. They use these 
to instill fear into the hearts of all those who doubt the might 
of God. Accolades have long lived in legend; at times they 
were said to have answered the prayers of the most devout 
followers by temporarily bestowing upon them one of these 
divine instruments. 


Second Sphere Powers 





BATTLE STRATEGY ON PAGE(S): 59 

Belonging to the Second Sphere, Beliefs are considered a 
Power, the sixth rank of the angelic hierarchy. Their sturdy, 
dominating size makes them an ideal candidate for giving 
orders on the front lines during wars with Inferno. 
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BATTLE STRATEGY ON PAGE(S): 73 

Valiance is a First Sohere Cherub considered particularly 
ascendant as a spiritual being even among the other angels. 
Physical shape means little to angels of this rank; they exist in 
a metaphysical form that demonstrates the majesty of God. 


The gigantic snakelike right arm of Beliefs has caused them 
to often be depicted in legends as hideous creatures, but in 
reality, this feature is meant to be a divine whip for binding 
evil with its unwavering faith. 
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The most ambitious and brave of the Cherubim, there are 
some sources that believe Valiance first arrived on Earth 
thousands of years ago, riding a comet of God’s wrath that 
destroyed everything in its way. 


Valiance’s sword, the Valiantium Blade, is said to have the 
power to cut in two anything in Paradiso or Inferno, and is 
prophesized to one day assist a team of over a hundred heroes 
in saving humanity from an invading evil. 


CHET & COMPASSION 
Third Sphere Angels 








BATTLE STRATEGY ON PAGE(S): 75 

Belonging to the lowest rank of angels, these two angels are 
said to have been sacred weapons brought to Paradiso after the 
heroes they traveled with came to the end of a long journey. 


Charged with protecting the gates of Paradiso, their powerful 
blades deal swift justice to anyone who carelessly trespasses 
into the divine realm. 


URBANE 
Second Sphere Virtues 
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The changes of a new era will always give birth to new angels. 
This is because angels are given form by the fears, doubts, and 
prayers mankind bases its faith on—feelings that change with 
mankind’s material obsessions. 


As anotably advanced being even compared to other angels, 
Urbane, a Virtue in the angelic hierarchy, is said to be shaped 
by the subconscious fears of humans. In modern eras, he often 
appears as a giant with a ball and chain on each of his arms. 


Urbane’s power to reduce the triumphs of civilization to mere 
ashes with a single swing of his arm most likely reflects the 
subconscious fears man harbors toward both the natural 
world and their own society. 
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ENRAPTURE 


Third Sphere Archangels 
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Though eighth in the angelic hierarchy, Enrapture was born 
many eons ago and is now considered the oldest angel to have 
ever existed. 


Given the task of leading humans to bliss by speaking directly 
to their spirits, it is said that the concept of faith did not exist 
until Enrapture’s creation. 


There are many theories debated as to why this angel possesses 
its strange form of two human bodies seamed at the torso; 
perhaps, their shape is meant to exceed the bounds of human 
understanding, or maybe, in the depths of meditation, a monk 
approaching enlightenment caught a glimpse of this angel while 
its form was refracted between dimensions. 
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Third Sphere Archangels 
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Considered a creature of the sea due to its fish-like body and 
multiple tentacle-like arms, Fidelity departed from the ocean 
to impart humanity with their primeval memories. 


Those who forget their past and begin to disrupt the serenity 
of life are often dragged by this angel to the darkest depths of 
the ocean. 


The ocean is a sacred place, the area of Earth that is closest 

to Paradiso, as the intense water pressure of the depths 
means it has remained untouched by human hands since 

the beginning of time. A large celestial veil covers the sea’s 
expanse, and until this day there has never been a human who 
has witnessed the seas in their entirety. 


CHAPTER VI: ENEMIES 
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A Dominion in the Second Sphere of angels. The name Gravitas 
means stern and severe, so this angel is often depicted as 
steep, uninhabited mountains forever frozen in ice. 


His extreme cold has been unpenetrated for eons, and it 
shows no change through the passage of time. Gravitas 
awaits silently for an opponent willing to sacrifice everything 
to face him. 


Third Sphere Principalities 
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Allegiance belongs to the Principalities, ranked seventh in 
the angelic hierarchy and part of the Third Sphere. While 
Third Sphere angels are the most common type encountered 
in the physical realm, Allegiance, clad in solid gold armor, 
appears only during times of strife between Paradiso and 
the human world, in order to purge the armies of evil spirits. 


Legends exist of Allegiance appearing before the kings 

of feudal nations who have prayed for the emergence 

of a hero; however, there are also stories of Allegiance 
seeing through the evil in these kings’ hearts and instantly 
reducing their thrones to rubble. 
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Servants of heaven that populate the lowest of the angelic 
hierarchy, a Third Sphere rung known simply as Angels. 
Humans with deep faith often feel these angels close to their 
hearts. Descending from the heavens upon pure white wings, 
it is believed that the glimmering halo atop an Affinity’s head 
lights the path for those who have lost their way. 


The religious articles they equip are all tools used to 
further their conviction to protect the righteous and can 
become powerful weapons used to strike down those 
with sullied hearts. 


Third Sphere Archangels 
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While still a member of the Third Sphere, Applauds are 
one step above Affinities and thus known as Archangels. 
Occupying the eighth position within the nine-level 
angelic hierarchy, Archangels are still considered close 
to the physical world, and often come into contact with 
humankind. 


It is said that devoted prayer on the part of believers can 
call upon a host of angels to come to one’s aid. 
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With limited spiritual powers, this angel is spotted compara- 
tively frequently within the physical, human world. 


Capriciously firing arrows, they are often mistaken for Cupid. 
It is said that one of their arrows, shot through the heart of a 
believer, can be as infatuating as the goddess of love. 


q FEARLESS 
Second Sphere Dominions 
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Fearless are classified as Dominions, the fourth rank among 
the hierarchy of angels. Controlling the lightning feared 

by many as the instrument of divine justice, Fearless make 
known the majesty of God to the masses. 


Almost all of the naturally occurring lightning in the world is 
a result of the actions of these angels. It is said that divine 
wrath against gluttons is released in the lightning’s flash, as 
the thunder signals heaven's roar. 
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A Virtue charged with the administration of miracles, it is 
wrapped in flames when appearing in the physical world, 
a power emblematic of its courage. 


A torrent of flame blazing as bright as the sun, these 
flames become the light that burns away darkness from 
those who receive the graces of Fairness. However, for 
those out of the angel’s good graces, they are the fire and 
brimstone of destruction. 


GRACE & GLORY 
Second Sphere Virtues 
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Grace, draped in flame, and Glory, controller of lightning, 
are the twin escorts of the Creator. They share a wild 
disposition and are often depicted as gods of war heroically 
leading the soldiers of Paradiso into battle, with their giant, 
clawlike weapons being symbols of their ferocity. Humanity 
recognizes the increased spiritual power of twins, a power 
that comes from the blessings of Grace and Glory. 


BELOVED 


Second Sphere Powers 
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Beloved is amember of the Second Sphere class Powers, 
ranked sixth in the angelic hierarchy. Its status is more that 
of a spiritual being, but it is also burdened with destroying 
the enemies of Paradiso. While still considered among the 
lower classes of angels, Beloved’s power is of a far higher 
order than that of a human, and even those with strong 
spiritual powers are seldom afforded the chance to meet 
this being. Excelling in combat, Beloved are known for 
brilliant exploits in demonic battles. 


CHAPTER VI: ENEMIES 
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Kinship, as one of the Second Sphere Powers charged 
with defeating evil beings, is responsible for transporting 
the forces of Paradiso onto the battlefield. Leading 
countless angels to the front lines, catching sight of 
Kinship’s magnificent flying appearance is analogous to 
many as the arrival of true happiness. 


It is thought that Kinship is the angelic manifestation of 
the ark that saved a foolish human race from the devas- 
tating flood described in The Book of Creation within the 
scriptures of Ithavoll. 


First Sphere Thrones 
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An angel of the First Sohere belonging to the class known 
as Thrones. Angels of this class are on such a higher 

plane of spiritual existence that there is a little chance of 
humans ever crossing paths with them. Some artists are 
able to see an Inspired as blazing wheels, but it takes a 
painter with particularly strong spiritual abilities to be able 
to paint Inspired’s long, curving, snakelike body. 


Though they appear to have high honor as God's only 
trusted divine war tanks, they do little more than ravage 
the battlefield in a berserk state, swallowing up the 
enemies of Paradiso. 
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Driver of Agony 
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A powerful tank that would trample angels with blood- 
stained iron wheels and drag them into a world of 
nightmares during wars with Paradiso. According to Vigrid 
legend, Pain’s wheels were used for torture, until becoming 
sentient themselves and reincarnating in Inferno. 


Similar to how those of strong faith are said to have rare 
encounters with angels, humans harboring strong feelings 
of doubt are more susceptible to finding themselves 
face-to-face with a demon. 


Like his name, Pain is said to feed on the subconscious 
feelings of injury and hurt in one’s soul and will appear 
anywhere people misguidedly attack each other in an effort 
to obscure their own sense of loss and loneliness. 


- Craver of Hatred 
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A clan of demons who infest the Malebolge caves of 
Inferno. They constantly scuttle in groups, searching for 
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unfortunate prey who have lost their way. Hideous often 
appear in groups in the human world as well, but display no 
cooperation in movement. For them, there is only scrambling 
for prey ina mad dash. 


Yet, Hideous possess a very strong intelligence, able to forge 
various weapons and rarely challenging enemies that appear 
in larger numbers than their own. 


If one is sighted by this merciless demon, overpowering it 
is the only option. Only a few are capable of this—namely 
the Lumen Sages who controlled the power of light and the 
Umbra Witches who controlled the power of darkness. 





HATRED 
Holder of Enmity 
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A Hideous that has been forced into starvation and has 
resorted to devouring its siblings to survive. 


Wielding enough power to stand alone ina fight, Hatred’s 
anger and unspeakable rage still claim complete control of 
the Hideous around him, who tremble in his presence. 





Gatherer of Rancor 
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A demonic bird that gathers in Inferno’s Johnson Forest. It 
possesses the wings of a bat, head of a dragon, and tail of a 
snake. It visits the bedrooms of hysteric humans nightly, caws in 
their ears until they weaken and die, then devours their flesh. 


There are some who have tried to escape from its curse, but its 
terrifying cyclops gaze ensnares its target as if it were petrified. 





Confuser of Elements 
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An abnormal creature possessing three necks, six legs, 
and nine stomachs. 


Though they are constantly hungry, they are unable to 
shed the waste left behind from their constant gluttony. 
Those who are devoured by Greed and are destined to 
be trapped for eternity, forever cut off from the cycle 
from death and rebirth. 


At times he was tasked as the gatekeeper of hell, 
denying entrance to unwanted visitors, yet no victim 
can ever satiate his endless appetite. Previous “owners” 
still remain trapped inside his stomachs, waiting for the 
day of his defeat. 





Enveloper of Flame 
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A fallen angel from Paradiso who once served God as a 
blazing chariot. 


Bearing the name Pride, those who summon him trade 
their ears and eyes for power and pleasure. 


However those who call him forth must be careful 

with this power: he controls his reins, not the one who 
summoned him. And once the flames of the chariot have 
been ignited, they cannot be extinguished. Not even by 
Pride himself. 
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A master occultist of Inferno who is the embodiment of 
malice. Stealing various names from different creatures in 
hell, Malicious is just one name by which he is known. 


Inexperienced witches will unwittingly summon Malicious 
and be tricked into forming a contract with him before 
knowing his true identity or appearance. 


No matter how kind or courteous Malicious may act, he is 
not to be trusted under any circumstances. He is ashaman 
of hell who finds his greatest delight in deceiving and 
betraying others, trapping them in regret and hopelessness. 


Swindler of Progress 
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It is said that a curse is cast upon the families of those who die 
an unnatural death while bearing feelings of hatred and ill will. 


Resentment, born from the sludge of Inferno, is an exact 
manifestation of those bitter, repressed emotions inside 
humanity. 


Once it has chosen a victim, it will follow them forever, 

no matter the distance, until it can tie them down and 
make them feel the weight of the pains of hell. Its tenacity 
is far beyond that of the other demons of Inferno, and 
Resentment is said to have the ability to open the Gates of 
Hell through sheer willpower. 


Witnessing this demon gives testimony to the truly 
unthinkable power of grudges humans find fit to hold in 
their hearts and never release. 
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A vile centipede hailing from Frejentonta, a river of boiling 
blood in the depths of Inferno, rumors speak of its body 
exceeding ten kilometers in length. 


Moving unlike anything its size, its deftness allows it to 
wrap around and constrict its prey in the blink of an eye. 


Embracer of Extremes 
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A demon who lies in wait for pious believers to be granted 
entrance to Paradiso so he can slice them apart and cast 
them to Inferno during their ascension. 


The six swords sheathed in his back represent gluttony, 
profanity, doubt, idiocy, rage, and arrogance. Each blade 
awakens feelings in victims of its respective sin when cut. 


At first, those who witness Sloth are filled with joy to 
reaffirm the truth in their religion. In the next moment, they 
are filled with sadness as they are tossed to the darkness 

of hell. Not only concerned with humans, Sloths have been 
responsible for countless fallen angels. 
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Glamor, as a First Sphere Seraph, rests at the highest rank 
in the angelic hierarchy. Seraphim are the closest beings 
to God in existence and cannot be seen by humans in the 
physical world under any circumstances. 


Yet, since the dawn of history, there have been discoveries 
of statues depicting a six-winged snake traversing the 
heavens. Most likely these have some connection with The 
Book of Revelation, written by a Lumen Sage and found in 
the scriptures of Ithavoll. 


Of course, this means there must have been a sage capable 
of connecting to Paradiso and conversing with Glamor 
through spiritual means. 






First Sphere Cherubim 
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As his name would imply, Valor is a warrior that regards 
bravery in the highest degree. Taking the form of a shield, 
he stands with Valiance at the front lines of Paradiso’s wars 
against Inferno. 


It is said that when the people are in need, a warrior clad 
in solid gold armor will appear to rescue them, carrying 

a sword and shield of incredible power. While fending off 
incoming evils with the shield, the warrior will eliminate its 
enemy with a single blow of its sword, claiming victory for 
those with a strong-held faith. 


BATTLE STRATEGY ON PAGE(S): 127, 146 


A biological weapon made by the God of Chaos as a 
means of protecting his city. 





It is able to freely shapeshift into countless biological 
creatures, accessing their signatures and morphing its 
liquid metal body into their form. Upon encountering an 
invader, Golem immediately analyzes their threat level 
and switches to their most appropriate battle form for 
their disposal. 


With the God of Chaos presently absent, it is still said 
to lie dormant, ready to obliterate those who would 
carelessly enter Aesir’s realm. 





FORTITUDO 
Auditio 
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Among the spiritually powerful of the Middle Ages, it 
was thought Paradiso held for all a Divine Will, and as a 
result, they developed heavenly logic. The concept of the 
“Cardinal Virtues” was born of this logic, and classifies 
Paradiso’s Divine Will into four broad groups. 


These Cardinal Virtues occasionally become physical 
manifestations of the great intentions of Paradiso, and 
are known as the Laguna, inspiring awe in the masses. 
Personifying courage and fortitude, Fortitudo has been 
depicted as a terrifying being sporting an enormous 
face and two dragon’s heads. He is said to be capable of 
summoning magma flows at will. 
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SAPIENTIA 
Auditio 
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Artists have often depicted the Cardinal Virtue of 
Prudence, Sapientia, as a marine animal roaming the 
depths of the sea. This is likely due to the human dispo- 
sition to characterize the sea as the source of all life, a 
veritable fountain of prudence and wisdom. 


It is also thought that Sapientia is responsible for the 
rise and fall of the tides, and natural phenomena such 
as tsunamis. The grand idea that the living seas could 
be nothing other than Divine Will at work is actually 
evidence of Sapientia’s narcissism, even among the 
other Cardinal Virtues. 


\When a man born as a slave led his people to freedom 
from ruling oppression, it is said that it was only 
Sapientia’s favor that parted the seas and allowed for 
their escape. 


WORSHIP 


Second Sphere Powers 
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Ranked sixth in the angelic hierarchy, Worship is a 
Second Sphere Power with the body of a giant warship. 


In contrast to Kinship, a Power used for transporting 
angelic armies across the battlefield, Worship uses the 
divine power of God to decimate his enemies. Worship’s 
entrance into the fray is a sign that the battle is reaching 
its climax. 


Past followers of Laguna believed to sacrifice their souls 
and become part of the ship was to receive the highest 
form of bliss. 


IUSTITIA 
Auditio 
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Within Paradiso’s Divine Will, also known as the Cardinal 
Virtues, lustitia, or Justice, is known to take a particularly 
strange physical manifestation. A large mass covered with 
numerous faces, and extending outward via countless 
tentacles, lustitia could easily pass for a demon. 


This may be due to the fact that those depicting the angel 
are filled beyond comprehension with awe at the sheer 
difficulty of encouraging justice in the world. Among 
Paradiso’s Divine Will, there are those who believe that 
lustitia is the closest of the Cardinal Virtues to hell. 


Justice is said to be based upon rules established 
by man, to be followed by man, and changing one’s 
viewpoint can lead to a change in what is evil. This 
uncertainty may be a manifestation of the existing 
folklore and depictions of lustitia. 
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Temperantia, the true embodiment of the Cardinal 
Virtue of Temperance, is often illustrated as an 

epic giant. Its body rising like a castle, Temperantia 
possesses two treelike arms—a composed figure said 
to illustrate the total reverence in which the Laguna 
are held by the faithful. 


When the true power of the virtue of Temperance is laid 
upon our world, it is said to come as a tornado, capable 
of swallowing an entire country. Humans are helpless to 
guess at the impetus behind Divine Will, whether it be 
anger or happiness, and are left only with prayers and 
promises of personal temperance if only the heavens 
should make the storm subside. 


BALDER 


Lumen Sage 


SSB Be a 
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According to the Vigrid Chronicles of Avellaneda, the 
500-year struggle between the Umbra and the Lumen 
ended with the defeat of the last remaining sage at the 
hands of two Umbra Witches. Yet, as if to mock these 
records, a masked man appeared before Bayonetta with 
the power of the heavens and the swiftness of light. 


The Lumen had not perished. —Preface 


The True Vigrid Chronicles 
Saavedra 


A bright light seeps through the mask’s crack. It is a light 
unlike anything else found on Earth—the light of the 
Right Eye. Long ago, a tyrannical man was said to have 


left the Umbra Witches and Lumen Sages to their demise. 
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Legends claim he killed his wife, sabotaged his daughter, 
and deceived the people, all for the sake of building a 
new universe with the Eyes of the World. He was said to 
have achieved an omniscience almost equal to that of a 
god. How this man came to obtain this ambition remains 
unknown, yet a glimpse of the truth can be seen in the 
fragment of history the Prophet revealed to Bayonetta. A 
young man had been called from the Vigrid of 500 years 
past to modern day. In his hands he held a weapon ready 
to strike out at his enemy. His name is Balder. 


Later he would be known as the Tyrant Sage. In the 
Prophet's vision, however, he seems only lost in rage, 
seeking revenge for the death of his wife, Rosa. 

— Chapter 4 


The True Vigrid Chronicles 
Saavedra 


Balder achieved his revenge. Yet another battle awaited 
him. An endless battle with the soul of Aesir, trapped 
inside him until his death. 


“My dear, sweet child... Fear not, for | am always 
watching over you...” —Epilogue 


The True Vigrid Chronicles 
Saavedra 


PROPHET 
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Waiting for Bayonetta and Loki at the Gates of Hell was 
the masked Lumen Sage and a mysterious unknown 
figure. The unknown presence seemed to have an 
outline that blurred ever so slightly, as if it were not an 
actual physical form. Yet from it radiated an ominous 
aura, so thick one could feel the insides of their body 
being ripped apart. 


Seemingly neither purely physical nor purely spiritual, 

not angel nor demon, for an instant a hint of confusion 
flashed across Bayonetta’s features as she looked upon this 
fearsome opponent. 


“Umbra Witch, is that the limit of your power? Did you 
never open your eyes to your true potential?” —Chapter 3 


The True Vigrid Chronicles 
Saavedra 
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Was it reality or all just a dream? Finding herself in the midst 
of the Great War, 500 years ago, Bayonetta was suddenly 
attacked by a young boy with the exact appearance of Loki. 


After the symbol of their clan, the clock tower, was 
destroyed, the Umbra began to scatter, routed by their 
enemy. Demons and angels filled the sky, warring with each 
other in a violent swirl of chaos. 


Bayonetta knew where these events would lead. She was 
now faced with a momentous choice: would she change the 
course of history? 


However, the possibility that it was all a trap was never far 
from her mind. She had traveled from the past to the future, 
and then back again—the second time in her life she was 
made to leap through the dimensions of time and space. 


The boy's mouth slowly contorted into a grin. His smile... how 
he stood there looking at Bayonetta... made his intent clear. 


“| shall take back the power which belongs to me. The power 
of the Eyes of the World. You shall not interfere’ —Chapter 5 


The True Vigrid Chronicles 
Saavedra 





God of Chaos _ 
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Light, darkness, and chaos. 


When the three worlds were divided at the dawn of time, Aesir 
was chosen to rule the World of Chaos. Possessing the power 
of the “Overseer” he existed in a dimension different from our 
own, watching the infinite possibilities that layered to form 
history from a viewpoint surpassing that of time and space. 


His name, Aesir, is said to signify God in meaning, yet it has 
no connection to faith, morals, or religious teaching. Aesir is 
simply a supernatural being that could not be categorized 
by mankind any other way. If the legends passed down in 
Noatun contain any truth, it was mankind itself who divided 
the God of Chaos into his two personalities: Loptr and Loki. 


Aesir bestowed upon humans free will by giving them the 
“Eyes of the World.” This, however, also gave birth to the 
ideas of triumph and defeat, truth and falsehood. People 
awakened to feelings of hate, betrayal, jealousy, and humil- 
iation. The power of free will sparked an unstoppable surge 
throughout humanity that eventually led Aesir himself to 
wish to reclaim the power he had originally relinquished. 


For someone who can travel through time and space, to take 
back the powers of the Overseer is to control the fate of the 
entire world across all time. Yet, humanity's choices had sown 
the seeds of evil within Aesir. W/hatever course of action Aesir 
may take can only be retribution for humanity’s sin... 


GOMORRAH 


Devourer of the Divine 
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A monstrous creature hailing from the demonic wood, 
Johnson Forest. Taking the form of a dragon, it is incredibly 
fierce, identifying all that moves as game and devouring its 
prey. Territorial, is it most likely to be found alone. 


INSIDIOUS 
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A hellish ark that, while seemingly leading sinners 

to the Garden of Eternal Pleasures at the end of the 
world, was in actuality abducting them to compete ina 
massive bloodbath. 
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The souls who boarded Insidious were led nowhere. 
Surrounded by the stench of death and rotten flesh, they 
massacred each other, struggling over whatever morsels of 
food they came across. 


With a unique organ in his body that converts death into 
demonic energy, Insidious always carries a tremendous amount 
of power. A myriad of hell’s creatures live within his gut, making 
him useful as an assault ship during wars with Paradiso. 


If swallowed by Insidious, the only way to escape is to stand 
atop a tower of corpses and wait for him to open his jaw 
when he engages with his next feeding. However, those who 
take pleasure in killing may find their true Garden of Eternal 
Pleasure within this demon’s bowels. 


PHANTASMARANEA 


Twister of Flame 
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Phantasmaraneae nests upon a sea of magma, deep within 
the furthest reaches of Inferno. Rarely seen upon the face of 
the Earth, even sightings of the demon in hell are a seldom 
event, leading to its name, which means phantom spider. 


While having the frightening appearance of a spider, it is a curious 
beast, and should one have the good fortune to encounter the 
Phantasmaraneae, one should treat it with care and respect, in 
hope of receiving rare treasures and secrets in return. 


The Phantasmaraneae are growing increasingly violent, 
perhaps due to recent occurrences of unnatural phenomena 
in the human world. Sightings of the creatures outside their 
molten lairs may be related to this change in behavior. Anyone 
who encounters one is advised to take caution: Phantas- 
maraneae can spit magma from their stomachs capable of 
incinerating victims within seconds. 





ALRAUNE 





Whisperer of Dementia 





i 
i 
H 


BATTLE STRATEGY ON PAGE(S): 162 


A woman who doused herself in mandrake poison and took 
her own life as a means of getting revenge on the husband 
who left her. The poison continued through her skin and 
devoured her soul. Consumed by delusions and halluci- 
nations she was at last reincarnated in Inferno. 


Myth places her as the young daughter of a noble estate, but 
none of her past visage can be determined from her current 
demon form. She searches the bottom of hell for the most 
exquisite souls, then injects poison into their nerves to make 
them eternal “lovers” at her palace. 


Insatiable desire and obsession have painted her heart so 
thickly that she will never know peace. Not even with the 
sacrifices of a thousand souls, or a million... 





The Infinite One 








BATTLE STRATEGY ON PAGE(S): 268 


An immortal man feared as the most dangerous demon in the 
entire barren wasteland of Inferno. Freely traveling between the 
human world and Inferno, it is nearly impossible to guess his 
location at any given time. His sudden visits to Inferno are said to be 
hunting its most savage, ruthless demons and taking their souls. 


It is rumored that he was once a resident of Paradiso with the 
power of creation, but witnessing his acts in Inferno, most 
would think him more suited for destruction. Though his 
principle purpose for collecting the souls of Inferno’s denizens 
is to use them in making his weapons, he himself is almost 
never seen sporting anything other than his bare fists: true 
testament to their unbridled power. 


As the famed weaponsmith of Inferno, he destroys to create, 
then creates to destroy. His true objective is still a mystery, 
though perhaps he is waiting for someone to appear who will 
finally have the power to undo him. 


“Damn, been a long time since | had a workout like that. You 
come back soon, dig? I’ll be here... Waiting. Again.” 


_ The following characters are also 
available to fight in Tag Climax: 
Rosa, Bayonetta, Jeanne, and 
Labolas the Infernal Demon. 
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CHAPTER VII: KNOW THE WORLD'S MYSTERIES 


(SECRETS AND EXTRAS) 


There’s more to do in Bayonetta 2 than simply finishing the story! All sorts of hidden treats are locked away. Some of these make 
the game easier or harder, others flesh out the Bayonetta universe, and still others enhance replay value for years to come. 
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CHARACTER 
“Bayonetta 
"COSTUME 


Schooigiri (A) 
lesan Alaa HA te “ , 2S TE ed 


. The approved uniform of Shirogane 
International High School, with just 
/\@ little edge added. Wear this and 

very day cam be your sweet 6th. 


NSS DSR, COREL. Seta Aen . 


Over the course of Bayonetta 2, players can buy a 
variety of costumes from The Gates of Hell, giving 
Bayonetta dozens of ways to fight beautifully. Destroy 
demons ina dress, antagonize angels in sacred robes; 
the sky’s the limit! The following is a list of outfits you 


can obtain, and how to do so. 
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THE WORLD OF BAYONETTA 2 


From concept art to character models and a full 
soundtrack, The World of Bayonetta 2 is a virtual 
museum featuring a behind-the-scenes look at 
everything you’ve encountered in the game. Not 
everything is visible from the start, but the more 
of the game you see, the more is unlocked in this 


comprehensive gallery. 


To unlock The World of Bayonetta 2, beat Story 


mode on any difficulty. 


COSTUMES 


HOW TO UNLOCK FOR 
COSTUME PURCHASE 


Umbran caearite (Rakshasa) 

Umbran Elegance (Kafka) 

Umbran Elegance (Chernobog) 

Umbran Elegance (Takemikazuchi) 

Umbran Elegance (Chain Chomp) 

Super Mirror 2 

Couture Bullet (Schoolgirl) 

Couture Bullet (Police Woman) 

Couture Bullet (Witch Apprentice) 

Couture Bullet (Metal Witch) 

Couture Bullet (Dress) 

Couture Bullet (Uniformed) [Jeanne Only] 
Super Mirror 64-2 

Couture Bullet (Mushroom Kingdom Princess) 
Couture Bullet (Sarasaland Princess) 

Couture Bullet (Hero of Hyrule) 

Couture Bullet (Galactic Bounty Hunter) 
Super Mirror 

Couture Bullet (Old-Old Hairstyle) 

Couture Bullet (Nun-Old Hairstyle) 

Couture Bullet (Uniformed-Old Hairstyle) [jeanne Only] 
Super Mirror 64 

Couture Bullet (Sarasaland Princess-Old Hairstyle) 
Couture Bullet (Hero of Hyrule-Old Hairstyle) 


Couture Bullet (Galactic Bounty Hunter-Old Hairstyle) 
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Obtain the Rakshasa weapon. 
Obtain the Kafka weapon. 

Obtain the Chernobog weapon. 
Obtain the Takemikazuchi weapon. 
Obtain the Chain Chomp weapon. 
Unlocked at the beginning of the game. 
Obtain Super Mirror 2. 

Obtain Super Mirror 2. 

Obtain Super Mirror 2. 

Obtain Super Mirror 2. 

Obtain Super Mirror 2. 

Obtain Super Mirror 2. 

Unlocked at the beginning of the game. 
Obtain Super Mirror 64-2. 

Obtain Super Mirror 64-2. 

Obtain Super Mirror 64-2. 

Obtain Super Mirror 64-2. 

Beat 2nd Climax difficulty or above. 
Obtain Super Mirror. 

Obtain Super Mirror. 

Obtain Super Mirror. 

Beat 3rd Climax Difficulty. 

Obtain Super Mirror 64. 

Obtain Super Mirror 64. 


Obtain Super Mirror 64. 
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Special note must be given to the exclusive costumes in Bayonetta 2, because they not only have star power behind them, 
but they also have special gameplay-enhancing attributes. You gain access to these costumes after you buy the Super 
Mirror 64-2 or Super Mirror 64 items from The Gates of Hell, and they're worth it! 


Ak ‘ 
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MUSHROOM KINGDOM PRINCESS GALACTIC BOUNTY HUNTER 
& SARASALAND PRINCESS Outfit based on Samus Aran from the Metroid series. 
K “a SPECIAL ABILITIES 


Outfits based on Princesses 
Peach and Daisy, respectively, 
of Super Mario Bros. fame. 
SPECIAL ABILITIES 


e Bowser Summon 


e Morph Ball & Bombs 

Instead of Panther Within, Bayonetta 
uses Samus’s Morph Ball. Jumping 
with the Morph Ball active allows the 
use of Bombs, which hit enemies for 
light damage. 

e Screw Attack 


Directional double jumps now become Screw Attacks, 
which can hit enemies for light damage. 


Summon the feet and fists of 
Bowser, King of the Koopas, 
via Wicked Weaves. 





ADDITIONAL EFFECTS: 


Halos and Orbs will also become Coins, complete with 
accompanying collection sound. 


e Arm Cannon 

Samus's classic Arm Cannon, which takes the place 
nase aie nee mannan mmememnE area of Bayonetta’s gun attack, packs a punch and sends 
weaker enemies flying when powered up! 









HERO OF HYRULE a ¥ 
Outfit based on Link from The Legend of Zelda series. -_ 
ti "SPECIAL ABILITIES STAR MERCENARY 
e Hylian Shield Outfit based on Fox McCloud from the Starfox series. 
Comes with the built-in ability to parry [=  \ 4) «SPECIAL ABILITY 
attacks without having the Moon of = 8 4° Arwing 


Mahaa-Kalaa equipped. This costume Is 
very useful because it frees up an accessory 
slot for Bayonetta that the Moon would 


In addition to having authentic lock-on 
aesthetics, the Arwing takes the place of 





Beni le Bayonetta’s gun attack for super-fast laser 
—— rs §—NOFrMally occupy. ’ inate 
In addition, classic Zelda series jingles are played when you pve ¢ » 


ADDITIONAL EFFECTS: 


Along with changing the sound effect for acquiring items, the 
Arwing replaces the jet fighters seen in Chapters | and XVI. 


open chests or discover secret passages. 


ADDITIONAL EFFECTS: Halos and Orbs will also become 
Rupees (with accompanying collection sound), and equipping 
the Shuraba transforms it into the Master Sword! 
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SECRET WEAPONS 


There are more weapons in Bayonetta 2 than the game lets on, which open up the combat system in ways ranging from 
subtle to amazing. 





HANDGUNS 


Handguns work functionally 
the same as Love Is Blue, 
except for one major 
difference. Because standard 
earthly guns can’t handle the 
awesome magical power of 
an Umbra Witch, Bayonetta 
no longer has access to 
Wicked Weave attacks. This can be a blessing or a curse 
depending on how you look at things—on the one hand 
you lose some attack power, but on the other, you gaina 
slight bit of mobility on your combo enders. 


To unlock the Handguns, beat the game on any difficulty. 





sooxnaotsocencovenctanceaaata “A 





PEABROROVON FAIR 


Feeling nostalgic? These 
handguns from the original 
Bayonetta are reminiscent of 
Love Is Blue, but they come 
with their own moveset and 
aesthetic. Combine these with 
Bayonetta’s “Old Hairstyle” 
costumes to complete your 
timewarp ensemble! 


To unlock the Scarborough Fair, purchase the Super Mirror 
from The Gates of Hell. 

















SHURABA 


One of the most cherished 
weapons from the original 
Bayonetta returns for round 

two! The Shuraba has its own 
moveset unique from Rakshasa, 
and it does more damage per 
slash! If you like swordfighting 
but want some more bite to your 
attacks, equip this blast from the past. To unlock the Shuraba, 
purchase the Super Mirror from The Gates of Hell. 


a20000 


Jeanne has her own version of the Shuraba, 
called the Angel Slayer. It is unlocked when the 
Super Mirror is purchased for Jeanne. 


po SHINO ITE 


If you equip the Shuraba while wearing 
the Hero of Hyrule costume, Bayonetta 
will wield the fabled Master Sword. Go 
find some wizards! 





Even if Bayonetta remains stationary, 
Chain Chomp will bite at any enemy 
in range. While this bite does minimal 
damage, it can interrupt the actions 
of weaker foes! 
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CHOMP RODIN 


Speaking of attacks with bite.... The Rodin is a fantastic 
Hailing from the Super Mario weapon that morphs into 
series, the Chain Chomp different Angel Arms and 
attaches to Bayonetta’s Demon Arms depending 
legs, giving her kicks added on the button combi- 
fierceness! This heavy living ball nations used. Not only is 
staggers enemies with each hit, it extremely versatile, but 
much like the Takemikazuchi. most weapon forms stagger 





Plus, its Wicked Weave attack hits hard and has an explosive enemies with each strike even better than the Takemi- 
finisher! Fans of the Lt. Col. Kilgore weapon from the original kazuchi or Chain Chomp. 

Bayonetta will find lots to love about Chain Chomp. To obtain the Rodin weapon, just beat Rodin himself 
To unlock the Chain Chomp, beat the game on 3rd Climax in a fight. However, this is far easier said than done; 
difficulty to receive the Angelic Hymns Gold LP Super check page 268 for more details. 


Mario 64. Take the LP to The Gates of Hell and Rodin will 
give you a shiny new Chain Chomp. 








UMBRAN ARMOR 


The Umbran Armor actually isn’t much of a “secret”; you can potentially use it from Chapter XIV 
onward, no muss, no fuss. Much like Umbran Climax, it lasts for a short time. The Armor’s biggest 
strength is... well, its strength. Its powerful punches, kicks, and guns make short work of any foe. In 
exchange, you're a much bigger target than normal. It’s up to you to decide if the trade-off is worth it. 


To obtain the Umbran Armor, beat Chapter XIV: The Witch Hunts in Story mode on any difficulty. The 
Earrings of Ruin accessory becomes available in The Gates of Hell. Buy it, then equip. Umbran Armor 
takes the place of Umbran Climax when activated. 
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UNLOCKABLE SECRET ACCESSORIES 


Some accessories hidden within the game are even more powerful than the ones Bayonetta already has access to. Some are 
useful in gaining Pure Platinum ranks, while others are just for fun and won’t count toward your ranking at all. 





BRACELET OF TIME 


The Bracelet of Time allows Bayonetta 
to activate Witch Time on her terms 
and her schedule, as long as she has 

at least four magic orbs filled first. The 
catch, however, is that normal dodges 
no longer activate Witch Time. 

To unlock the Bracelet of Time for purchase in The Gates of 
Hell, beat Story mode on 2nd Climax difficulty or higher with a 
rank of Gold or higher in every chapter. Then you can buy it for 
200,000 Halos. 


Hostel anhneNtRehMHeNROSRICONNOHOOS 








CLIMAX BRACE 


In the original Bayonetta, the Climax 
Brace turned every punch or kick 
attack launched into a Wicked Weave. 
Because Umbran Climax does that job 
for you in Bayonetta 2, this time around 
the Climax Brace simply gives you unlimited magic power 

to unleash nonstop Umbran Climaxes (or Torture Attacks, 
Umbran Armors, etc.). 





To unlock the Climax Brace for purchase in The Gates of Hell, 
obtain all 50 Umbran Tears of Blood. Then you can buy it for 
500,000 Halos. 





Love the Bracelet of Time’s effects but don’t want to give up your normal | nn 2, 
Witch Time? Hold off equipping the Bracelet until you've built up the 
magic power you want via normal means, then equip the accessory from 
the Subscreen. Unequip again once you're done using it, and repeat. It’s 

a bit of busywork, but the added play flexibility makes it worth it! | 


CLIMAX BRACE 2 


The Climax Brace 2 strengthens your 
Wicked Weave attacks at the cost of 
defensive ability. Naturally, pairing this 
with the Climax Brace will turn you into 
an offensive juggernaut. Just don’t get 





hit. You won't enjoy it. 

To unlock Climax Brace 2 for purchase in The Gates of Hell, beat 
Story mode on 2nd Climax difficulty or higher with all Platinum 
(or higher!) medals. Then buy it for 500,000 Halos. 





ETERNAL TESTIMONY 


The Eternal Testimony automatically refills 
two magic orbs whenever Bayonetta’s 
magic power is depleted. You can use 

this to unleash a flurry of low-level magic 
attacks (such as Umbran Spear), or 
simply raise the magic power needed for accessory abilities and 
Umbran Climax in less time than normal. Rather valuable! 





To unlock the Eternal Testimony for purchase in The Gates of 
Hell, obtain 25 Umbran Tears of Blood, through any combi- 
nation of Umbran Crows and Bewitchments. Then buy it for 
500,000 Halos. 





No score or ranking records gained by using 
either Climax Brace will be officially recorded. 
You have been warned! Instead, use these 
accessories to show off or just have fun. 
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UNLOCKABLE SECRET CHARACTERS 


Just like secret costumes and weapons, secret characters abound in Bayonetta 2, all of whom dramatically change the 
game in some way! Between old faces and new, odds are you'll find someone who suits your personal sense of style. 








JEANNE BALDER 
Jeanne is the second of the only two Ses ’ Balder fights with a staff and 
Umbra Witches left on Earth, and e s summons angels instead of demons, 
Bayonetta’s confidante. but otherwise Lumen Sage combat is 


every bit as stylish as that of an Umbra 
Witch. Combat strategies that apply to 
Bayonetta and Jeanne largely apply to 
Balder, with some mild twists. 


Unlock Balder by beating his Verse 


Jeanne plays the same way as Bayonetta, 
but has a much tighter timing requirement 
for gaining Witch Time after a dodge. 
You'll need to dodge at nearly the exact 
instant you’re hit to trigger Witch Time. 





In exchange, Jeanne gets a power and “Cardin Tag Climax mode. Obtain the 
damage boost with her Wicked Weaves. Verse Card itself by playing Tag Climax. Balder can be 
Unlock Jeanne by beating Story mode on any difficulty. used only in Tag Climax. 





RODIN 


Rodin’s fighting style concentrates on pure 
power and endurance. He uses his bare 
fists in combat, giving him even less melee 
range than the gun-exclusive Rosa. Instead 
of dodging, he puts up an invincibility shield 
for an instant. Lacking a dodge, he also 
doesn’t have Witch Time, which sacrifices 
mobility. However, he’s powerful and can 
dispatch enemies quickly—as long as you 
can get in close! 


ROSA 


This mysterious woman has special ties to 
Bayonetta... 


Rosa’s only weapon is the Unforgiven, a set 
of twin guns, and her defense is the lowest 
of all the characters. Inexchange, she boasts 
tremendous offensive power. Rosa uses 
Umbran Armor in place of Umbran Climax. 





Unlock Rosa by beating Story mode on 3rd 
Climax difficulty. 





Unlock Rodin by beating his Verse Card in Tag Climax mode. 
Obtain the Verse Card itself by playing Tag Climax. Rodin can 
be used only in Tag Climax. 
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Verse Cards determine the enemies that you can 
fight in Tag Climax. You can collect certain Verse 
Cards: by playing through Story mode, and others 
by playing Tag Climax itself. Find a list of all Verse 
Cards in the Tag Climax section on page 235. 


No. 38 Clear.3 Soke 
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QUICK MONEY-RAISING: 
THE ONE MILLION HALO RUN 


Are you growing impatient with the rate at which you earn money for buying goodies at The Gates of Hell? Are you 
trying to get that special accessory, that perfect costume, or that all-important Platinum Ticket (see next section)? 
If so, this is the section for you! Near the end of your first run through Story mode, there’s a way to quickly get all the 
money you want. Read on to find out how! 


the power of flig’ 


(Press @ + Lim} twice quickly 
q-air.} 


Mm mid 





> Crow Within (Buy from The Gates of Hell) > Chapter X: The Depths (Play through Story mode 
until this chapter is accessible) 


Be 
ikea Hunts 
Ser kel 


al 


goddess of discor 


brace upon one's r 


be an affront to other worlds, 


Summoring Upon its wearer 


"| @OK © Back 
Se = . _ — 


rreerc 





> Gaze of Despair and Selene’s Light (Buy from The > Chapter XIV: The Witch Hunts (Play through Story 
Gates of Hell) mode until this chapter is accessible) 
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Go to Chapter X: The Depths. Once the chapter begins, grab 
the Midas’s Testament from the chest across the gap to the 
right. You'll have to make a running jump with Panther Within, 
then switch to Crow Within in mid-air to clear the gap. Exit the 
chapter and re-enter it; the Testament will have reappeared to 
grab again! Repeat until you have as many as you're satisfied 
with: between 10 and 15 is a good amount. This is the most 
optional step. Combos yield more Halos than the Testament, but 
it’s nice to have the boost. 





Equip the Midas’s 

Testament to one of your 

item slots, and the Gaze of 
iat 4 Despair and Selene’s Light 
it irece centering she to your accessory slots. 


the goddess Musso Koroni. P 
brace upon one’s arm is said 
‘be an affront to other worids, 
ninoning upon its wearer ext 





“s 


* * 
gait 


As you battle 
enemies with 

(or without) the 
Midas’s Testament’s 
effects active, use 
PPP combos, while 





holding P after 
every press. The 
Umbran Armor fires 
Enter Chapter XIV (2nd Climax difficulty is recom- guns that rapidly increase Bayonetta’s score and give off tons of Halos. 
mended), and during every battle keep activating Keep your combo count up between fighting enemies for a huge score 
the Midas’s Testament if you brought them, making bonus at the end of every Verse! Also be sure to use Umbran Climax as 
sure its effects are active at all times in every Verse. | muchas possible for more Halos and higher score. Don’t worry about 


It’s not required to use them outside of a Verse. getting hit. Keeping the combo going is the highest priority. 


Repeat until the 
stage has ended. If 
you performed all 
steps correctly, you'll 
Gaze of Despair have made more than 


‘cursed brace containing the soul 


the goddess Musso Keron. 1,000,000 Halos in 


broce upon one’s arm is scid 
0 be an affront to other worlds, 


9 upon ita wearer ox under 10 minutes! 





Feel free to repeat Steps 1-5 until you have as many Halos as you want, 
then go on a shopping spree! 


PRIMA OFFICIALGAME GUIDE 267 : CHAPTER VII: SECRETS/EXTRAS 








Rodin, the famed weaponsmith of Inferno, regularly 
overpowers demons and turns them into instruments 
of war. Yet in a battle, he prefers his bare fists. This 
should give you an inkling of how powerful he is. He 
showed up as a secret boss battle in the first Bayonetta 
as Father Rodin, and now he’s back as Devil Rodin to 
give even the most expert players the fight of their 
lives! Here’s how to face him. 


UNLOCK THE BUY THE PLATINUM TICKET FOR 9,999,999 HALOS 


PLATINUM TICKET 


By the time you beat Story mode 
on any difficulty, you should be able 
to buy the Platinum Ticket in the 
Rodin’s Treasures section of The 
Gates of Hell. Go there and scroll 
down to the bottom. 





As mentioned earlier, beating Rodin gives you the Rodin weapon, 
one of the best weapons in the game, so it’s worth the work. 


Fancy yourself a dodger? The pain of fighting Rodin can 
actually be lessened if you bring Rosa to the fight. 


Rodin has two forms: his humanoid first form and his Devil 
Rodin second form. During his first form, learn his attacks and 
dodge as many as you can! There’re two specific tells for the 
majority of the attacks: listen for the high-pitched sound and 
watch for the colored gleam in his eyes. W/hen you see and 





That’s not a typo. Just earning 
the right to face Rodin is no 
laughing matter. Fortunately, 
in the section above this one 
(“The One Million Halo Run”) 
we've outlined the easiest way 
for you to raise as many Halos 
as you need. 


Go ahead and buy 
that ticket—and 
good luck! You'll 
need it. 


hear those, be ready to dodge. After you've dodged, use the 
PPP combo (while holding the button each time for extra hits) 
to deal maximum damage. 


When Devil Rodin takes the stage, activate the durable 
Umbran Armor. The Armor will protect you from losing while 
active, allowing you to use the PPP combos (again, while holding 
the buttons each time for maximum damage) while in that form. 


Now that you have the battle plan, it all comes down to 
personal execution skill from here. Luck be with you! 
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Push yourself to the limit with these challenges! Each one counts as an Umbran Tear of Blood; collect them to yield secrets. 


BEWITCHMENT 


REQUIREMENT 





AFTER THE END COMES... 
Si epee ais COMPLETE 


CHAPTERS I-IV COMPLETE 


| CHAPTERS ) COMPLETE 


CHAPTER VII COMPLETE 

CHAPTER VIII-IX COMPLETE 

CHAPTERS X-XI] COMPLETE 

CHAPTERS XIll-XV COMPLETE 
CHAPTER XVI COMPLETE 

TRUE WITCH 

APPRENTICE OF SECRET ARTS 
PREPARED FOR ANYTHING - 

WAR ON ALL PLANES _ 
Mas MASTER OF SECRET RET ARTS. 


| DISCOGRAPHY 


SCRAPBOOK COMPLETE ce 


LIBERATOR OF Ladiee 


CARD COLLECTOR 


pererereernreerrenr treet TFT? ptenpsagones I PPEESSEPES ERLE CORES IC SNEE SIS OGOSE EI SEIS MESES EISEN ELIA ESLEBE IESE SBOE CEILS SEE RSE EEE SUAESOL SSO Re NEC 


u UMBRAN S SUCCESSOR | 


E CRUEL WITCHCRAFT 


lad me ie SERIE OF dai ON ANY DIFFICULTY. 


COMPLETE lag PROLOGUE ON gol DIFFICULTY. 


SOMPEPIE CHAPTERS | THROUGH IV ON ANY DIFFICULTY. 


COMPLETE CHAPTERS v ey vi ON anus DIFFICULTY. 


EeOEEEIE CHAS TEN VILON ANY DIFFICULTY. 


aire ener ae vit ae ‘s en as ihice aes 


COMPLETE CHAPTERS X THROUGH XII ON ANY DIFFICULTY. 


| inohdaale CHAPTERS a THROUGH oo ay ANY pie hal 
CEMnEEAS LAP ARIS? XVI ON ANY DIFFICULTY. 


PLAYING 00 CLIMAX MODE, COMPLETE Salad ee 


popstcontepheccntacrmicrtsnrnnce nota: 


| CREATE YC YOUR FIRST CONCOCTION. 
MAKE YOUR FIRST T PURCHASE AT THE GATES OF HELL. 
- COMPLETE AN A MUSPELH EIM CHALLENGE. 
con CONCOCT EVERY POSSIBLE ITEM AT LEAST ONCE. 


venisnonanamepnacnsesnanessea -pianescensngnannnennunempstisanbiohtee Menino Moepana uate pect casensner ser snags ee neneneecoermmnannserrhannse on 


| ectnieiiail oo AIaSELIS HYMNS GOLD LPS. 


ferent 


esceatac os ca Tue 1EJOURNAL'SE ECHOES. 
_ OPEN ‘ian OF THE UMBRA CHES FINAL RESTING PLACES. 


¢ COLLECT EVERY VERSE ECARD. 


ACQUIRE: ss SKILLS, 


(Ol malas ae ener eh ITORTU ag a lapse 


PCO RCRRE NY acne i hace RHR RHR RS CNR ER NN Se RRA RE SF ARR CHEE 


_ RELENTLESS WITCHCRAFT 


ol DESTROYER C OFT THE uiGHT 


SURVIVOR OF DARKNESS 


EN END RULER 

"RETR RETRIBUTION OF THORNS 

| DARKNESS ENVELOPS LIG LIGHT. 
“Ice QUEEN. 

"ACE PIL PILOT 


BAD BOY! 


D DEFEAT3 30 ANGELS WITH UMBRAN CLIMAXES. 


8 BEAUTIFUL! t 


sick aa DEMONS win pe oi ATTACKS. 


| DEFEAT sii sia WITH enna CLIMAXES. 


cl COMPLETE A oie OF MUSPELHEIM. 


IN STORY rBRE TIE UP AND asi DOWN ENEMIES 50 TIMES WITH PLD: 


| ErEAE senses iN | CHAPTER 4 WITHOUT oe anion 
—IN STORY MODE, FREEZE ween 40 NON-ICE ELEMENTAL ENEMY TYPES WITH UNDINE. 


DEFEAT ALL ENEMIES IN JETFIGHTER akepect es 


TOUCH BAYOMETIA ONCE BUIRING: 10 DIFFERENT CUTSCENES. 


alee Soe in 
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HANDGUNS 


COMMAND 





Pp 
PP 

— 

“ppp 

PPPPP (BARRAGE) 
_ PPPPP (FINISHER) 
-PPPPK (BARRAGE) — 
PPPPK (F (FINISHER) 
PK 

PKP un, 
a 
PPK 
ED 
~ PPKK 

_PPKKK eae 
| PPP 

PPPK 
_ PPPKK : 
“PPPKKK 7 
PPPKP 
PPP KP 7 
P PPPK*PP 


PPP*P (BARRAGE). 


PPPep (FINISHER) : 


K 
KK 

KKK 

KKK | 


_ KKKeK (BARRAGE) 


__KKKeK (FINISHER) 


——P 


ame 


——sP (NO MAGIC CCONSUMED) 


anee G MOSIE consumer) 
3K 

—K 

——K (NOA MAGIC CONSUMED) 


2 SEPAIa (3: MAGIC CONSUMED) 


ATTACK POWER 
(NORMAL) 


150 


150 


150 | 

60xHIT COUNT. 

| 300 
70xHITCOUNT 


350 


200 


150 — 


200 


200 


150 


200 
0x4 
200 


200 


200 


100 
150 
150 


60xHIT COUNT ~ 


200 — 


200 


200 


200 


(50xHIT COUNT) © 
+ (10xHIT COUNT) 


150 


150 


150 


(50x10) 
+ Accumulated Shots — 


200 


PRIMA OFFICIAL GAME GUIDE 


150 


200 — 


150 


100 — 


(100xHit count) | 
+ Accumulated Shots+100 


ATTACK POWER 
(UMBRAN CLIMAX) 


225 


225 j 


225 


S0xHITC COUNT 


450 


105xHIT COUNT 


300 
a | 
_ 
300 


225 


300 


150 


225 


225 | 


300° 


300 


300 


prmeaeneteies pereat epoorgnnetench 


(7SxHIT COUNT) 


+ (10xHIT COUNT) © 


aaah 


(75x Hit coun) | 
+ Accumulated Shots 


300 


225 


525 
_ [AIR)PKK 


300 


90xHIT COUNT | 


300 


150 
205 


(1S0xHit count) | 
+ Accumulated Shots+150 


270 


COMMAND 





[AIRJP 
[AIR}PP. 
[Al RypPP 


TAIRYPPPP- 


TAIRyPPPPP (BARRAGE) | 
_ [AIR]PPPPP (FINISHER) 
|[AIR]PPPPK (BARRAGE) 
[AIRyPPPPK (FINISHER) | 


AAIR}PK 


| TAIRPKP 


__[AIR]PPK : 


[AIR]PPKK 


TAIR}PPKP 


socesocene: seovsaaenenteasonesone soea0r enn sence sn oRanIDSOOK HSDIRERRENS /SHT-ShvaDE RENTON 


_TAIR]PPPK 


[AIRJPPPKP 


Jncnencacuenonecensnccescoeracetonercneaneanontaehintehiaeetaeneohhianttht MA HHIMH NMDA SABINA nraLNRR a.oenconcnneG Nat se oEeSzNCONI ADNAN HN NENINIRATTONNN 


_[AIR]PPPKK 


TAIRYPPPKKK i 


srtuaage sageasoccascsegce ttc taoe s9goe sec nee aeante aepeanooncnine smataewenttiet: H arobanae MMe bo! 


_TAIR]K 


TARP 


_TAIR}—P 


al RY? (no macic CCONSUMED) 


scgootbaweerccneensteney 


_[AIR}——P (3 MAGIC CONSUMED) 


[AIR}>—K 


esnetreant sure mcoveoninuyinKANIZC COR RICURICEROLEOODROUN IE AONRUDIEI NON MCN MIE OR RRS I NEMA Re Od 


TAIR}—K 


“TARY (nor MAGIC CONSUMED) 


soe sescvoneancesoneaonoscnensnuennsenonesnsonnte 


TAIR}——K 3 MAGIC CONSUMED) 


c Roeper . 


ms Se ene Ie I EOI NC CENCE 


. ROTATION K 


“ary! ROTATION P 


ary ROTATION K 


“Jump P 


Se ocboeanensons 


ens K 


"ACCUMULATED sata! ae: 


ACR rr Pe ee rome nesmorinninea ent 


ACA DLR REUREIONENL RARER DICONORIOC PE REI 


Jepenoeectencnenennnestae Hl neLIete nee maEnehietinant aren HnnHab-henenrnnnranescsenespanactadnaancsacansr sed aescesncceacen 


150 


150 


150 


150 


60xHIT COUNT 


300 


ATTACK POWER ATTACK POWER 
(NORMAL) (UMBRAN CLIMAX) 


225 

225 | 
“Ds 

225 


90xHIT COUNT 


450 


etdaceesonoaabbeaouesseasceeteeencniacetncneoehshsanbinentaehtsel Hai ONNOMROBHHSOHARAMIORDROBANRARCANIAREESHENASQUASEHNetadoEAcDN OEE 


70xHIT COUNT 


350 


105xHIT COUNT 


525 


oneondache Sc HOnesOse amc ASCARIS HAS OAHU RDA HIOU ISR GOBHAOAREN MasconneapendenanoescobeeonesacttonesoRnoMcchedctenabeduRSNAChAnbe 


200 


150 


200xHIT COUNT 
200 


200xHIT COUNT © 


150 


300 
ay 
ees 
a 
300xHIT COUNT | 


225 | 


tesencansntaceqsctesovencecsotenact sce rept iobienenenecttsciine!-ferhtentseestesihantessendt tineentecttieedubebetnbaans deeheouen ees eandseadeubensbsotbencinccienseedoninoisscneananennee ixhiacdicoesabeter 


200 
200 


200 


3 


150 


150 


150 — 


ences sete ctor eee once RECARO ESSIEN ERRORS SSE 


200+100+50... 


Siero oeipaRirnemin ncn 


(50x10) 
+ ACCUMULATED SHOTS 


wenden COUNT 


~ (20xHIT COUNT) - 


+ Accumulated Shots+200 © 


10~50(DECREASES BASED ON 
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150 


200 


pete delet orn in perepenetor ven ees ecient ctseareebsooshiccNZS6:P CDS casbitie tot otraHtaP hth 


& 
eS a ee 


200 
80xHIT COUNT 


BOxHITCOUNT | 


set dhssicksoiedalebaseaisenenindasesionionen 


300 


225 


af Serie Wa ee OOO (elle MER BI neil trop HOTEL 


300 
300° 
300 


secobeanondabeedopeadedocandoxatenneecctadobrospe SoN/SEb rae MEStaab} Re HHGH SOD GONNLOARMINNASH Cate! 


225 | 


- 3004150+75.. * | 


ov: eabnaeaaoueoantaomaUC AERO 


(75xHIT COUNT) 
+ ACCUMULATED SHOTS © 


300 — 


-180sHIT COUNT 


po ADRES EANBS IOS MEAD SIENNA ROOF SAE AINRIARNE RRNTERANTE 


180xHIT COUNT — 


wees COUNT 


~ B0xHIT COUNT) | 
+ Accumulated SretsrsOM | 


60x5 


150x2 


75 | 


DISTANCE & HIT COUNT) © 


INTRO | GAMEPRIMER | COMBAT PRIMER | ADVANCED COMBAT | WALKTHROUGH | ENEMIES | 


| BEHIND THE SCENES 





SCARBOROUGH FAIR & ALL FOR ONE 







COMMAND 
P 
Pp 
PPP 
PPPP 
PPPPP (BARRAGE) 


PPPPP (FINISHER) 


PPPPK (BARRAGE) 


PPPPK (FINISHER) 
Pep 

Pek 

PK 

PKPPKP 
PPeppPep 


PPekPPek 


PPK 
PPKeKPPKeK 
PPKPPPKP 
PPKKPPKK 
PPKKeKPPKKeK 
PPKKKPPKKK 


PPPK 


PPPKPPPPKP 


(NORMAL) 
150 
150 
150 


150 


(60xHIT COUNT) + (10xHIT COUNT) 
+ ACCUMULATED SHOTS 


400+ ACCUMULATED SHOTS 


(70xHIT COUNT) + (10xHIT COUNT) 
+ ACCUMULATED SHOTS 


500 


150 


(50xHIT COUNT) + ACCUMULATED SHOTS © 


200 
350 
350 
500 


200 


500 


350 


500 


500 
500 


200 


350 






(UMBRAN CLIMAX) 


225 


225 


225 


225 


(50xHIT COUNT) 


+ ACCUMULATED SHOTS 


600+ ACCUMULATED SHOTS 


(100xHIT COUNT) + ACCUMULAT- 


ED SHOTS 
(50xHIT COUNT) +600 
225 


300 


300 
525 
600 


(50xHIT COUNT) +600 © 


300 


375x2 — 


200+500 


(50xHIT COUNT) +600 - 


300 


ARON HRN Mo PHA AU ANH SSE ARERR 120 


PPPKKPPPKK 200 300 
PPPKKePPPPKKeP 350 200+500 
PPPKKPPPPKKP 350 200+500 
PPPKKK 500 (50xHIT COUNT) +600 - 
 PpPep 350 200+500 
PPPek (BARRAGE) 70xHIT COUNT | 100xHIT COUNT 
_ PPPek 500 (50xHIT COUNT) +600 
_ PPPPep 350 600 
K 200 300 
KK 200 300 
KKK 100x2 753 
_Kep 150 225 
KKeP 350 200+500 
554p (75xHIT COUNT) + ACCUMULATED SHOTS 225 
<P 150 225 
<P (NO MAGIC 
CONSUMED) hase 200 
<——>P (3 MAGIC ; 
CONSUMED) ci 
| (100xHIT COUNT) + ACCUMULATED 
es SHOTS+100 300 
eK (50xHIT COUNT) + ACCUMULATED SHOTS 300 
- —3K (NO MAGIC 
~ CONSUMED) 280) | ioe 
——>K (3 MAGIC . 
CONSUMED) “0 
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ATTACK POWER 





750 


200+500 


| : ATTACK POWER 
| COMMAND (NORMAL) 


[AIR]P 

; 5 : arrers 
LAIRyPPP 
[AIRJPPPP 
[AIR]PPPPP 
(BARRAGE) 
[AIR]PPPPP (FINISHER) 
[AIR]PPPPK | 
(BARRAGE) 
[AIR]PPPPK (FINISHER) 
rAiRyPK 

ae at 
[AIR]PPK 
[AIRJPPKPLAIRJPPKP 
[AIR]PPPK 
[AIR]PPPKPLAIRJPPPKP 


" [AIR]PPPKK 
AIRJPPPKKKLAIR} 
OOPRKK 
[AIR]K 
-[AIR}>—P 


(AIR}—P 


[AIR}<-—P (NO MAGIC 


CONSUMED) 


[AIR}——>P (3 MAGIC 
CONSUMED) 


[AIR]}—--K 

[AIR}—K 

[AIR}——>K (NO MAGIC 
CONSUMED) 


[AIR}<——K (3 MAGIC 
CONSUMED) 


~TROTATION P 
“TROTATION K 
"[AIRJI ROTATION P 
[AIR] ROTATION K 
some ee 
jumP K 


ACCUMULATED SHOTS 


150 225 
150 225 | 
150 225 
150 225 
(60xHIT COUNT) + (10xHIT (50xHIT COUNT) © 
COUNT) +ACCUMULATED SHOTS = +ACCUMULATED SHOTS 
400 600 
(70xHIT COUNT) + (1OxHIT (100xHIT COUNT) © 
COUNT) + ACCUMULATED SHOTS = + ACCUMULATED SHOTS _ 
500 (50xHIT COUNT) +600 ~ 
200 300 
350 525 
200 300 
350 200+500 | 
200 300 
350 200+500 
200 300 
500 750 
200 300 
(75xHIT COUNT) cone 
+ ACCUMULATED SHOTS 
150 225 
150 600 
350 Z 
| (300x2) 
200+100+50... ACCUMULATED SHOTS 
(50xHIT COUNT) _ 
+ ACCUMULATED SHOTS 
200 750 
500 ‘ 


80xHIT COUNT - 


80xHIT COUNT 


80xHIT COUNT | 


(20xHIT COUNT) 


+ ACCUMULATED SHOTS+200 


20xHIT COUNT 


100x2 


10~50(DECREASES ACCORDING 


TO DISTANCE, HIT COUNT) 


Red Text is for normal wicked weaves. 
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ATTACK POWER 





(UMBRAN CLIMAX) 


~180xHIT COUNT 
| 180xHIT COUNT | 
© 80xHIT COUNT 
300 


conncpqncK 


75xHIT COUNT © 
100x3 


75~10(DECREASES WITH — 
HIT COUNT) - 


sar TNT Mead) 


COMMAND 


PP 


PPP 


Seegpnocaccasceacnnzoesnce: 


PPPP 


_ PPPPP (BARRAGE) 


PPPPP (FINISHER) 


PKPPKP 


PPKPPPKP 


Pep 


eoetichoriootianbioo na 


2occemvousaqgocencorenccnsanenegneacecencstonsa nian 


eaesceppocieetoot ac techie 
E 2 


ERAT 
PPaPP 

PPSPPPPPePPP ‘ 
PPPeP | 
PPPKPPPPKP. oe 
PPPPePPPPPAP i 


be 


pee 


—? (No) magic CONSUMED) 


- <P (3 MAGIC CONSUMED) 


ATTACK POWER | 


(NORMAL) 


200 


200 


200 


(20xHIT COUNT) 
+ (10xHIT COUNT) 


400 


400 


200 


70x3 


70x3 


—— 
200+400 7 
ae 


200 


200 


400 


200 


400 


200 


ATTACK POWER 





(UMBRAN CLIMAX) 
300 


300 


300 
(50xHIT COUNT) 
+ (20xHIT COUNT) 
750 


300 


100x3 


8 


sods 


150+ (75xHIT COUNT) 


UMBRAN ARMOR (NORMAL) 


| <P (NO MAGIC CONSUMED) - 


COMMAND 


> 39K 


| <——>K (NO MAGIC CONSUMED) 


ATTACK 
POWER 
(UMBRAN 

CLIMAX) 


ATTACK 
eh a 
(NORMAL) 





400 
400 


600 — 


500 


500 
400 


400 


400 


500 


500 


500 


TARP 


600 TAIRYK 
600 1 ROTATION P 


900 k ROTATION K 


750 7 sbi 


750 P ACCUMULATED D SHOTS(I sHoT) | 


300 
750 


150+ (5xttT COUNT) | 


100x3 


“150+ (sxttT COUNT) | 


| ‘sai: al 


yume Pp 


HOLD ZL (HALF- CIRCLE) 


COMMAND 


(ARP 


[AiRyPP 


AIRPPP 


_ [AIRJPPPP 
‘son ili (BARRAGE) 


[al RyPPPPP (FINISHER) 


[AIR]PPKPLAIRJPPKP 


[AIR]PPeP 


[AIRyPPePP 


TAIRPP+PPP 


[AIR]PPPeP 


CARPE: 
a RPP 


_[AIR}—P 


] jus heh P 


TBE el 7 cians iia 
| ACCUMULATE P Pa STAGE LEVEL) 
ACCUMULATE LATE P 2 STAGE LEVEL), 
J ACCUMULATE P @B STAGE LEVEL) 
“TARY RYACCUMULATE p a STAGE LEVEL) = 


[AIRJACCUMULATE P @s STAGE LEVEL) 


REDNESS 


ee P @s STAGE me 


janie bw 


E HOLD Se (FULL-CIRCLE) 


Red Text i is or reset widads weaves. 


ATTACK POWER 
(NORMAL) 


200 


200 


200 


20xHIT COUNT 


200+400_- 


400 


70x3 
70x3 
400 


200+400 » 


200 — 


400 


200 


200 


/40xHIT COUNT 


50xHIT COUNT 


200 


3 
: 


-SOxHIT count : 


500 © 


1000 


200xHIT COUNT | 


(200xHIT COUNT) +500 


(200*HIT COUNT) +1000 


nee 


ATTACK POWER 


COMMAND (NORMAL) 


400xHIT COUNT 


500 


“A00sP SSEUNIMEAIED SHOTS 


600 K ACCUMULATED SHOTS(1 SHOT) 


600 
600 
750 


750 


750 


a 500+K ACCUMULATED dishes | 


OS OSORNO FIORINA ICM ICH INPRO EOI INDO RC 


“10-30(DECREASES B BASED ON DISTANCE) | 


500 — 
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"2000 





ATTACK POWER 
(UMBRAN CLIMAX) 





300 
” = 
300 

i 300 | 


(50xHIT COUNT) 
(20xHIT COUNT) 


750 
150+ + (75HHIT COUNT) 
“100%3 

“100x3 
: = 
300+750_ 


150+ ere Teun 7 | 
300 


300 


_ 50xHIT COUNT 
~ q00xHIT COUNT 
"100xHIT COUNT 
300 
= 
1500 

300xHIT COUNT 
(300xHIT COUNT) +750 
(300xHIT COUNT) +1500 
1500 


3000 


ATTACK POWER 
(UMBRAN CLIMAX) 





600xHIT COUNT 


750 


650+P ACCUMULATED SHOTS 


750+K ACCUMULATED SHOTS 


10-30(DECREASES BASED ON 'PISTANSS) 


oe 
: Rissa ntact BASED ON | DISTANCE) : Role Awan wnneags BASED ON hohe 


750 


INTRO | GAMEPRIMER | COMBAT PRIMER | ADVANCED COMBAT | WALKTHROUGH | ENEMIES | 


| BEHIND THE SCENES 





CHAIN CHOMP 


ATTACK POWER 
(NORMAL) 


ATTACK POWER 
(UMBRAN CLIMAX) 


COMMAND 





350 


ee POOR monk HOUOUIE CHE S/R MOHIOIE IUENIOHNE 


(36022). +80w-Wow EXPLOSION 


PK 


PKK | (800%2) +8ow-wow EXPLOSION 
‘c RAT: BU BS 


OPE MOOS HIHNCHIEOUOEIIOM MOUKEE NODHUCUNEHUOMNOOINE naueaenar 


PPK 350 | 420 


350° 420 20 


indies i erecceenorets CEN CER AVRO ved 


~PPKK 


eaves. See SOE NERO 


PPKKK (30003) + riatichisiteclaea BAPLEAION | (36083) + ischial EXPLOSION | 


> 


| PPPK 420° 


sre Aayrachsareotee OME CARERS CRS AOER Er MORON DINER ROOND NE ESE ERNE HR OROC MO oe oc atoon eer poem centouangegidreiicee ania. Stach ep otmnanenensyne bite nngnaona ie sraNg osmeN HEN panevaRuacANsANE ANCHE CE 


PPPKK 350 420° 


PPPKKK (300x3) +BOW-WOW EXPLOSION © (36083) +sow.wow EXPLOSION i 


ve nRSONTIORORARHIDA IROCB OMIM MITOMEROOICENION eseateonenoes 


RSe08a) © “Bow-Wow EXPLOSION — 


tranecctwonicntton 


420 : 


jecavtcepnesbtanlesebieesiabensondevetseneivetentese 


PPPPK (300x3) +*BOW-WOW EXPLOSION 


K 350 


KK 350 420 
Kk 350. 20 


-(860%3)+ Bow-Wow EXPLOSION 


420° 
350 420 

A “ “ eee we ~ Mee RN Sr atau em See ee rot 
420 


eine ttecncetmontceecne Cpe wnonbtesesetaos ences tecbIncDerenecanenstoanbtobeonerseeraeHtaesttet 


oeaetnoctat ean niar onset ir Hertortneciiontne dobetoe te 


KKKK (300x3) +BOW-WOW EXPLOSION | 


> K 350 


—K 


<——K (NO MAG- © 
ICCONSUMED) 


——>K (3 MAGIC 
CONSUMED) 


Narteraten gs: | aptela tenis: : 
(UMBRAN CLIMAX) 





(NORMAL) 


350 420 
a r ern sea sens eneentemvennesnennnnennqenrarmetemnamistieienioaennanantenenanenemmenimisiie 


(3602) +BOW-WOW selina i 


3 


_TAIRyPK 


enna naens Aas nen tonsta “| ANAC weeenes 


~ (3002) +BOW-WOW EXPLOSION | 
sooaleeedaaedaeeaiehoeteeieiiiaaaameianieaaaaes dndmanenmndanemmmeninneseaaieaiemainiaenememenmnemmmmenets wud 
350 420 


IDIOT RIO FIOM SPIO IA I IOP RTI OR INE TNT ORI NTI OT RE ie | 


350 | 420° 


: 


| “TAIRPKK 


SCREENER TYRES FEOF eA Spree TRoerERCTE ATU UF Sy REESE 


_TAIRIPPK 


nontatonooisocwmacwentoRt 


_[AIRIPPKK 














“TAIRPPKKK - (30033) +8OW-WOW E EXPLOSION | | (3603) + +BOW-WOW EXPLOSION 

iz = i 7 
TAIRIPPK hein) cis q een ees iil ia Pee UAV cue ey 420 | 
_TAIRJPPPKK 350 420 


4 é 
cenenacninpernobecoeneamnaeNNcHIC ocecootocbeoebannecentecneys arenes toto berate HOUR SSRIS ISH MORE LE MEN RRNA N AAMC TS 
= 

: 


[ (300x3) +BOW.WOW EXPLOSION (360x3) +BOW-WOW EXPLOSION 
tint deascianensb sini tan ukteblisuelasbitbcveeasonanionlciosenltvoRt 


soooesccesseensoemoetnocar octane oestcoreso sooo kobIRceNCERTCHontnctete esansoolguoneteeaceseotnctenctescementdne tock yenotnCbe tar see stasttnceHasetatobotNaeteaeeSeNOD! ott women 


 300%3) + +BOW-WOW EXPLOSION — (360%3) +BOW-WOW EXPLOSION | 


aE ONE TENN TEN REIS VET IDEN DOIETON OR Det NO HRS a HI BP RH OHH PORIRUA 8 
sgnteroneantnateean NCO IEORBONRC OSE MINEUOSNRHON HSE SERN Seno HRateROMRCNYRE OSIM RESEMEBE DRAG HIBMIMERA MERE ite 
Fi 


O0+100456.. 300+150475.. : 


sebromeieteonntarnseninennesni nec nese rotten pe SMe nnatonteonne Minar nIBAtanAhINNeO NBO AOR MRE HNORRAOKMEMAGHMORNCSHAODAMADNOOL AIHA AUHE® 


Sos LUE ORR RAS CAIRNE AOR ANS SOONERS ANOS sovieititisicaeecadasceeieeassnttcitietaceioaancitiee 


i 
[Al RY——K 350 420 


| (NO MAGIC CONSUMED) - i i 


i 


z 
TEND IDOE OID DORIC OC IEEE OR IOI He ape 
_ 3 


4 [AIRYPPPKKK 
Pe 


_TAIRIPPPPK 


tequnecetonnqsabicopneaDRIEaCHONPNO IE ha 





[AIR]K 


joeatocrentaoea soc tocbaccanenier morageMocete 


aS seed 


fee 


pemmeeeaoennecce : 





cons son nanedce xzonnanetacescessobese ITONICCE MC NCONN set vescemignnenessncnenneesenens satnnge ance 


sen 
a 
3 


See a a 


r [AIR]—K | 


renee AeenorerensaseComa convene metre SOOPER EES LONI 


Beaactoemounssenver ctr cnitet vor soUASonNN HICH nadpoceaceocccenctre scr tne ctroN aeRO TOSS 


AIR} ae : 
i Acie CONSUMED) 


- 
nee Moen ann teen san at sanenduitsjone Slane esang ase saneaeeseputtet sce septandeaseliseee sepsac sunt soosgooNsNOH eUASCE taneeSONgNORINDNAENNE I aaa COBO SEC ECE OPT RnR AOR RR RECON 
E 


350xHIT COUNT | 420xHIT COUNT 


5 


i 
: 


co Hrehnoe ROMERO Be Heo 


i] ROTATION: * 


r TAR] ROTATION K 


ARR LAR NOLL ROO IR 


i JUMP K 


SRO HINER AERA RENE ER ARSE AAR EIS EINE HIRE CRE IOI CEE HSN BY PIO AES AS NES SOSA SN MABE “ 


420 HIT count / 


A BOER MIRO ORME CURIE A ANCIENT CASEI IEEE BREA 


350xHIT COUNT 


AOR RHIEREON ORE ICI MONEY HOUT OMYOPI NO aRIDP RYT 


100x2__ 


= 
ceca 





1 ae ARLE RUORIC MAR CORDON IONS 


JOSH HEED RL NNN RETR CEES estate Dereon ona eVe IVER NReHRteH HAO 


“ACCUMULATED K i es 
(1ANIMAL) 


‘prteoreterncntecteonnonetnsinctoneoHontonteteoH eet strona Bonet nose ann CHRO REET USN 9G-HBENE-DOPHDEE RAM HAIUM CIEE DEO ROSIN 








- BOW-WOW EXPLOSION _ 
a ANIMAL) 300 | aiual 
cree Sans sremPracrrsnnne oo a JRO RnR ZOR YOO RE RIG DN OLNAKALORUNU URL ICO siege ccsaicr 


— y NH A NM 


r BITE (AUTOMATIC) a 10 


RONDO Sas Chath LORIE RIC EOIN AORN HOOF DatpeAee PIA SLES nT SRE 


10 





oomecsoohecumcinreerconnue ouReck necepenoMescReIENHGULIAHITD 


UMBRAN ARMOR (CHAPTER XIVONLY) 


ATTACK 
POWER 
(UMBRAN 
CLIMAX) 


ATTACK 
POWER 
(NORMAL) | 


COMMAND 





“TARP 


p | “1000 | 2000 TAIR}K 


“1000 - 2000 


subtociea das vesbiontoonttinusonetnoation sik inasizistenbeaneaaecabtiebenanaimeteetteans semen 


2000 ~ 4000 HM 1 ROTATION K 


Renin earn 


_K 1000 | +2000 


seedsesbanenvnnb event shannvent oe vssebianbtveston we vievescentert -s0d prc obenoeomnnnac obs iebdeponnicesnonsssostcehe 


ee 2000 


| +P 1000 0 2000 


1000. 


—?P 


_ <-—>P (NO MAGIC CONSUMED) 1000 


1000 


> K 


kK 1000 
“1000xHIT 


COUNT 2000xHIT COUNT 


«-—+K (NO MAGIC CONSUMED) | 
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COMMAND : 
; 


ec rec mnoaertatttoo eave teomioe 42a eeceKtnORIaobeACt sate acteane wnaAOCIaRHINS taCtHneEpHNaN Hie HO: 
3 
cenrentnncninetnnednnvesaceoneee:retncyncncmnckAnneMNCSSNIYOEInES A UROMSEEHIOC MOIS NCH foe octane 


t 1 ROTATION P 
Y SHOT 
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BEHIND THE SCENES: 


Interview with Mr. Yusuke Hashimoto (Director) 


Pers ecm Te oH 








Je Sveum 


From its mechanics to its production values, The orginal Bayonetta 
is packed with content, giving an impression that it was made as If 
it were the only game in the series that would ever be made. Did 
the notion of sequels always figure into the design of Bayonetta, or 
did that come after the release of the first game? 

Back when we were making the first Bayonetta, | would often talk 
to Hideki Kamiya, the director, about making sequels and spinoffs, 
but there were never any actual plans for putting anything into 
motion. | felt like we packed the original to the gills as well, so | 
never dreamed it was going to become a series. 


prammsrgiastneiesasin 





— 


It’s been five years since the original Bayonetta’s release in Japan, 
with several games being created by PlatinumGames in the 
interim. Have any lessons learned, or any inspiration gained, from 
the development of games like Metal Gear Rising: Revengeance, or 
The Wonderful 101, found their way into Bayonetta 2? 

| wanted Bayonetta 2 to have its own unique gameplay situations, so 
| was careful to check on the other teams sometimes and make sure 
we weren’t doing the same thing. 








ke Bmw 
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pooner 


Bayonetta wields a variety of different weapons — so 
many that it sometimes seems like one might run out of 
weapon ideas. Does it ever get tough thinking of new 
arms for Bayonetta? 






















You can never have enough weapon ideas. We always get 
excited thinking about new weapons. Now, whether the 
crazy weapons we dream up fit in Bayonetta’s world is 
another question. (laughs) 


sso 


So far Bayonetta’s sported playable nods to Hang-On, 
Space Harrier, and After Burner. Are there any other 
homages youd like Bayonetta to experience in 
hypothetical future outings? Any you regret not being 
able to put in up to this point? 

Well, what kind of games we can pay tribute to is 
obviously relative to the title itself, but working 
with Nintendo on Bayonetta 2 opened up a lot 
of options for us, and | can say I’m content with 
the homage we were able to include with 
costumes and weapons. 


\ 


\ 
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The action genre is, by its very nature, a genre that 
demands much of its players, but PlatinumGames 
has gone out of its way to provide special modes 
or accessories in the name of accessibility in 
nearly every one of its action games. Why do you 
feel this is important, and do you have any other 
ideas regarding making the genre more inviting to 
newcomers or those who don’t often play games? 


Ultimately, we want anyone who buys our game to be 
able to get a lot out of it, so we try to include features 
that will make the game more inviting to players of all 
different skill levels and playstyles. Bayonetta 2 was 
designed primarily with the action gaming community 
in mind, but we still kept the Automatic mode from 
the first game to assist players who might be new 

to the genre, and we added stylus touch controls 
with the Wii U GamePad as well, hoping to open 

up gameplay to a whole new audience. | would say 
PlatinumGames tries to find ways to make our games 
enjoyable to as many people as possible. 





tanec 


In Bayonetta 2 Bayonetta gets to don the clothes and 
adopt the mannerisms of several of gaming’s most-loved 
icons, but she does so in her own unmistakable style. 
What decisions went into blending Bayonetta’s style and 
appearance with those costumes and characters? 


| think it suits Bayonetta to have her rearrange a costume 
to better match her own style. Even if we borrow 
something from another title, we still want to give ita 
PlatinumGames’ touch. If we’re given a similar chance in 
the future, | think we’d do the same. 





PlatinumGames has spoken of the benefits of making 
a game centered around a powerful female character 
in the past. However, would you say that Bayonetta 
stands out from other female video game characters - 
and if so, in what ways? 


There are a lot of amazing female game characters so it 
would be hard for me to say something like Bayonetta 
stands out above all of them. But | have to say there’s 
something unique about Bayonetta that | don’t think 
you'll find in any other game—she’s a modern day witch 
who fights the most holiest of symbols, angels (and now 
demons as well), in a manner that while cold-hearted 

is also somewhat funny, all while never taking off her 
glasses. In that way, | think she’s one of a kind. 
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In the first game, Bayonetta was nearly a solo act, 
encountering and battling characters as she fought to learn 
who she was. In Bayonetta 2, however, she has more of 

an entourage. Now that she’s had a taste of both, would 
Bayonetta say she’s the type of lady who prefers to work 
alone, or does she enjoy having friends and backup? 


| can’t say as to whether she'd want to fight alone or 
continue to battle side by side with allies, there’s just one 
keyword that comes to mind when | think of Bayonetta 3: 
“Full Model Change.’ I’d want to change everything up. 





With all of the references that fly between them, is there What does the future hold for Bayonetta, Jeanne 
a possibility of a shared universe between Platinum's and her friends/allies, if anything? 
(non-licensed) games? Will we ever learn that Wonder 
Red defends the Earth from aliens at the same time 
Bayonetta does her dealings with the three realms, and 
Sam Gideon defends the peace in space stations? 


You're just going to have to wait for Bayonetta 3! 


If Bayonetta were able to spend a friendly day with 

any other character, from any game or game series, 

| 

f Tee! ee maybe someday! | who would it be and what would they do together? 
It can be anything from adventuring to shopping. 

| think she’d want to test her strength against 

Dante from Devil May Cry! 


Between the two Bayonetta games do you think you’ve 
accomplished all you’ve set out to do for Bayonetta and 
her world? What about the climax action genre itself? 

| think | accomplished what | wanted to for the game. 

As for the genre... I’ve learned that it’s a bit of a costly one, 
but if the opportunity ever came up again, I’m sure we'd 
be more than willing. 


Do you have any messages for your longtime fans, 

as well as any for those who might be jumping into 
Bayonetta’s world for the first time? 

Bayonetta 2 is the first sequel PlatinumGames has ever 
worked on. | feel we really gave it our all, so | hope that 
everyone who picks it up has a good time with it! 
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os Hey everyone. My name's Yusuke Hashimoto, the director 


of this game. Recently, | keep hoping someone will make a 
Bayonetta Amiibo for me. 

I'd like to talk about enemy design, which is something | 
handled since the original Bayonetta. 

Deciding on enemy designs in Bayonetta 2 was... not an 
easy process. 

Why? Well— 

-| have to design and be the director at the same time. 

-| used too many good ideas in the first game. 

-Now | have to come up with angel AND demon enemies. 
I’ve got enough work as it is, so I’m baffled as to why | 
volunteered to be a designer. You get some crazy courage 
the first game you direct. 


Anyway, let's introduce a few of the enemies in this game. 
We'll start with a few ideas | had for the original but didn’t 
have room to fit in. 


VALIANCE 





We call this guy Headless for short. | wanted him to have a 
powerful, solemn, sacred look to him, but also kinda be an 
idiot. The sword with the face on it is his actual body; the rest 
is just controlled by the sword. When | designed him | thought 
maybe the body holding the sword could be destroyed and 
replaced indefinitely, as long as the sword remained intact. 


Next, we have the Magic Angel, who uses his staff to cast spells. 


Oli 
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Enemy Design In Bayonetta 2 (Pt. 1) 


ENRAPTURE 





| designed this character thinking it might be interesting to have 
someone who could change things up in battle by raising his allies 
attack power and healing other angels. \With those two done, I’d 
hit the bottom of the idea bank | had from the first game. 


To be honest, | feel like | put every creative idea | had in the 

first game. So, if the original’s enemies were good, why not just 
bring them back in the sequel and change them up some? Later 
| realized just how boneheaded of an idea that was. The more 
we developed the game, the more it became clear that a newly 
designed Bayonetta fighting not newly designed enemies was 
boring. As the director of the game, | wanted Bayonetta to fight 
something different. | had some trouble coming up with ideas until 
| realized—I should step away from using just the human frame as a 
base. That's when | finally hit on something—our Centaur Angel. 
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As you can tell from the picture, his concept is part human, part 
horse. He’s one of the more common enemies in the game. 


In Bayonetta 2, dodging the enemy’s attack to activate Witch 
Time and then attacking relentlessly is central to gameplay. 
In order to accomplish this, it’s important to give enemies an 
outline and attacks that will be easy for the player to see (| 
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assume this should go for more than just action games like 
Bayonetta, as well). So, for this game, we left the easiest 
“tells” that come with a human based design, but took some 
liberties with the new horse form, like putting his face on his 
stomach. We guessed Bayonetta’s attacks would likely land 
there, and it'd be fun to see what kind of reactions he’d make. 
| also tried to design his armor and accessories to give hima 
bit more of a “leveled up” appearance than the most common 
enemy in the original, Affinity (this is Bayonetta 2, after all). 

| usually don’t keep my rough sketches, so | can’t really show you 
the process of how | went from human to horse, but | can say he’s 
probably the character | spent the most time designing. A lot of 
the other team members think he looks pretty big to be a common 
weak enemy, but I’m pretty happy with how he came out. 

After finishing this enemy, the door was opened to completely 
revamp some angel enemy design. The next angel | worked on 
was this heavy armor guy. 


URBANE 





| wanted this enemy to convey two things to the player 
through his design: he’s a power type, and has some kind 
of elemental attribute. So, | bulked the frame up on the 
top and gave him iron balls for both of his hands. In the 
game, he has a fire version and an ice version. 


Next, let’s introduce Belief. This enemy's been around 
since the premiere trailer. 


BELIEF 





His concept was to make him asymmetrical so it would be 


easier to understand how he attacks. After | started designing _ 


Belief, | realized the first Bayonetta doesn’t really have any 
asymmetrical enemies, so it was relatively easy to draw him 
and think up attacks. 

Here’s a new angel that kind of takes the place of the manta 
angel, the underwater enemy from the first game. 


FIDELITY 





Bayonetta 2's initial location is Noatun, a coastal city full of 
rivers and lakes, so | wanted to create an enemy that could 
behave and move differently in and out of water. 


Last, we have one of the bosses of the game, the Dragon Angel! 


GLAMOR 





Since we have a dragon angel in the first game (Fortitudo), 
my biggest concern for this character was to have him look 
and behave differently. 

Well, | thought | might get into some demon designs here 
too, but I’ve talked long enough already, so let’s save that for 
next time. See you again! 


Yusuke Hashimoto, “Enemy Design in Bayonetta 2 (Pt. 1)/’ Platinum Games Blog, August 8th, 2014, 
http://platinumgames.com/2014/08/08/enemy-design-in-bayonetta-2-pt-1/. 
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Enemy Design In Bayonetta 2 (Pt. 2) 


Hello everyone. Bayonetta 2 director Yusuke 
Hashimoto here again. 


I've taken some time out from watching and 
re-watching the Japanese Bayonetta 2 TV spot to bring 
you some more info on the game. 


While the first post on enemy design focused on angels, 
this time | would like to discuss a brand new enemy 
type making their debut in Bayonetta 2: demons. 
Unlike the strict hierarchical structure of the angels, 
demons subsist in a brutal dog-eat-dog world. For their 
appearance, | tried to avoid the cliché sinister look and 
go for something more inorganic, almost robotic. 


HIDEOUS 





Its appearance evokes a feeling of “hatred given 

form’! | designed it as a beast that prowls around 
Inferno, looking for prey. Unlike its angelic counterpart 
Acceptance (centaur), | feel like the design for this one 
came together (relatively) quickly. 





FURY 





It can slow your movement by shooting you with 
magic energy shot from its eye. The key concept for its 
design was “paralyzing gaze” | gave its attack easy to 
understand ON / OFF states by having it open up to 
reveal the eye. 


PAIN 





This character is about the same level of the angel Beloved 
in terms of strength. My goal for the design was to add 
something fresh to the battles by going as far froma 
regular humanoid shape as possible. | also just thought it 
would be cool to have an enemy that transformed from a 
tombstone. | love the unique way the animation staff got 
him to move. He is quite a formidable foe. 
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Let’s take a look at slightly different kind of enemy: LABOLAS 
GOLEM 





' a it, | imagined how they would fight over food... 
I’m sure this name will sound familiar to fans of the first 


game. Neither angel nor demon, this enemy can change 
its shape to adapt to battle. 


Next is a horse demon with a giant blade attached 
to its head! 


DIOMEDES 


Now | would like to introduce some of the demons that 
have forged contracts with Bayonetta. 


Let’s start with one of the most iconic Infernal Demons 
from the first game: 


GOMORRAH 





In addition to this guy, there are a variety of other 
demons that make their first appearance in Bayonetta 
2. Of course, you can’t discuss demons without also 
mentioning the new “Umbran Climax” system. When 
using Umbran Climax, the demon that is summoned 
with each attack depends on the weapon you have 
equipped. Equip your favorite weapon and give it a try. 
Exactly how will each demon appear? You'll just have to 
play and find out! 





Expanding on the design from the first game, this time 
we show its whole body. 


Thanks to the incredible work of the modeling artists, 

Gomorrah was able to make the change from ally to 

terrifying giant boss character. By the way, one of the demons was actually designed 

Next we have a demonic dog who has stolen | by a very special guest collaborator named Eiichi 

Gomorrah’s place! Shimizu. Some of you may know him from his artwork 
in the manga series Kurogane no Linebarrels and 
ULTRAMAN. The enemy he designed is visible in the E3 
2014 trailer (see 0:50) 


It’s born with faces on both hands and feet. As | designed 
j 


Yusuke Hashimoto, “Enemy Design in Bayonetta 2 (Pt. 2);’ Platinum Games Blog, September 12th, 2014, 
http://platinumgames.com/2014/09/12/enemy-design-in-bayonetta-2-pt-2/. 
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Hell everyone, it's been a while. This is Hideki Kamiya, 

~ director of the first Baynes, and supervisor on 
Bayonetta 2. eo 

At long last, the release date’ is sieht around the corner! 

It's beena long road getting | here, filled with bumps, 

twists, and turns. There was even a time when we 

almost lost hope of releasing the game altogether. It 

makes me happy that we can bring you Bayonetta 

2, and | would like to extend my personal thanks to 

Nintendo for stepping in and making this game a reality. 


In a blog a while back, | briefly mentioned my role as 
scenario writer on this project. To my surprise, a lot 

of fans seemed really surprised by this news, and | 
realized that | haven’t properly explained what this 
entails. This time, I’d like to explain how | worked on the 
scenario for Bayonetta 2. 


But before we get into that, I’m sure many of you are a 
bit confused about what a game supervisor does. It is 
quite an important-sounding title, but to put it simply, 
they supervise the project from a position one-step 
removed from development. At PlatinumGames, the 
person who has the final say on what goes into a game, 
and who is ultimately responsible for how it turns out, 
is the director. | believe that every game should be 
infused with the unique color of its director. Because 
of this, my involvement in Bayonetta 2 consisted of 
regular meetings with Director Hashimoto where | only 
provided advice when necessary. The one exception 
perhaps, was Jeanne; when it came to her character, | 
butt in with my comments at every opportunity. 


That said, not only was Hashimoto the producer on the 
first game (the person in charge of team management 
and strategic decisions for the title), as an artist he 
also designed all the enemy angels. By the way, he is 
once again doing double duty on Bayonetta 2, this 
time as director / enemy designer! Since he is someone 
who deeply understands and shares my vision for the 
world of Bayonetta, | hardly needed to nit-pick his 
decisions whatsoever. And Hashimoto isn’t the only 
one returning for the sequel. 


With “Don-san” programming the enemy angels 

/ demons, Shimazaki designing the characters, 
Yamaguchi handling the animation, Ueda and Mr. Rei 
Kondo on music, sound effects by Daisuke and Sound 
Deluxe, and Tsuda and cinematic director Shimomura 
in charge of cut scenes, all the key staff that together 
created the world of Bayonetta came back for a return 


ae oe performance. | had nothing to worry about. 








Scenario Writing In Bayonetta 2 


Long story short, | was not directly involved in the 
day-to-day production of Bayonetta 2. The scenario, 
however, is a different story. | talked with Hashimoto 
and we decided that, since Bayonetta’s dialog is one 
of the key things that makes her character, it would be 
best for me to continue my role as scenario writer. 


However, with my hands full directing The Wonderful 101, 
| didn’t have the luxury of devoting myself to working on 
the scenario. Help came in the form of Bingo Morihashi, 
a skilled scenario writer who happens to be an old 
colleague of mine from my Capcom days. 


| chose Bingo for this job because he has a lot of 
experience writing for games that have a similar style to 
Bayonetta. 


A game scenario is about more than just having 

the characters deliver the story. With the pace 

and progression of the game in mind, you have to 
consider the timing of the cut scenes and battles; it 

is the key to composing the game's overall balance. 
Constantly interrupting the action will kill the player’s 
momentum, but a complete lack of context to get the 
player pumped up will make the climatic moments fall 
flat. The job of a game scenario writer is to dole out 
story appropriately, while making sure the game still 
feels brisk and fun. Bingo, with his wealth of scenario 
writing experience, was just what the doctor ordered to 
complete the scenario. 

Planning for the Bayonetta 2 scenario began during a 
discussion with Hashimoto. It was almost like a casual 
chat, where we went back and forth saying “what if 
this happened?” and “what about this character?’ 
deciding the overarching story and overall structure 

of the stages. Once the rough outline was in place, 

we brought Bingo into the discussion and had him fill 

in the details. Next, we had Bingo turn this outline 

into a game scenario. This became the first draft of 

the scenario: a detailed plan for each stage explaining 
when each cut scene would play, how each character 
would make their appearance, and the way each story 
beat would unfold. From here, | worked on the flow of the 
characters’ dialog and added scenes to bring out that 
unique Bayonetta flavor. At this point it was basically 
the text equivalent of a storyboard; everything was in 
place. Since the first draft was well structured, | was able 
to concentrate on bringing out the personality of the 
characters and fleshing out the world without having to 
worry about the story / action balance. At the end of this 
process, we completed the final draft of the scenario. 
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Next, building off this scenario, cinematic director 
Shimomura added his own interpretation and touch 
to the scenes. Ultimately, we ended up with a story 
so wildly over-the-top that it might even outdo its 
predecessor. | can’t go into any story specifics here, so 
please play the game and experience it for yourself! 


We are nearing the end of this post, but | hope you 
enjoyed hearing about the scenario writing process. 
We have inherited the same Bayonetta flavor from 
the first game... no, that’s not quite right. The truth 
is, the two stories are inextricably linked; they are 
two sides of the same coin. For those of you who will 


be entering the world of Bayonetta for the first time, 

| highly recommend you play through Bayonetta 
before jumping into Bayonetta 2. To those handsome 
individuals among you who have already played 
through the first game, it wouldn’t hurt to play it again 
as a refresher. 

Actually, on second thought, it might be interesting to 
go back and play the first game after you have beaten 
the sequel... I'll leave it up to you. 

As always, please let me know what you think about 
the game! 

Until next time! 


Hideki Kamiya, “Scenario Writing in Bayonetta 2,” Platinum Games Blog, September 21st, 2014, 
___ http://platinumgames.com/2014/09/21/scenario-writing-in-bayonetta-2/. 
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